The magazine for hardcore Amiga enthusiasts! 




Lightwave is the greatest 3D program 
in the world. And it's only available 
on the Amiga. Read all about it... 
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Your guarantee 
of value 



9 770961 "730056 



> Nighl Opening 
wd«yt & Thurdays ] 
till 7 30pm 



Open Sunday 
.11am to 4pm,, 



HOW TO ORDER DELIVERY TARIFFS Telephone 0532 31 9444 

Mr by .We*hon. auobng your art •Standard delivery £1.95 „...„.':..„„ ^nrorrDw^cc.^^lO 



24 HOUR MAIL ORDER SERVICE FAX: 0532 319191 
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; £4.95 

w 5 working days cheque clear ance Delivery Subject tO StOCk 

SHOWROOM ADDRESS: «AII prices include VAT @ 17.5% 
dept. as, UNIT3, armley • Large showroom with parking 
parkcourt. stanningley •Multi-mHIion pound company 

•Overseas orderstaken 

•Educational purchase orders welcome 
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COMPUTER CENTRE 



AH our prtntors com© with nbbontoncr. | 
printer drivers ( il available ), paper & cables H 



2% surcharge on Amex 



SUPRA MODEMS 
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AMIGA REPAIR 
CENTRE 

We oiler a FREE quolalion 
on your Amiga or any 
peripheral (monitors, 
printers etc). A delivery 
larlll ol |ust £5.00 IS charged 
or allemalively you can visit 
our showroom. We can also 
arrange a courier pickup at 
an additional cost ol C1 1 .00 



Canon* 



Canon BJ 1 0sx C1 79.99 1 

Uaxar u» — «| g»t—l Lattsxetx,"*' 

Canon BJ20O £231.991 

1 mm • mm ihM, MO dpi. am** roorprWH * M fan I 
*mimOm ■JZ30MatUrr«gaiMiakir>orBJXIO««yE3UM| 

Canon BJC600 Colour....E459.99 1 

•>• ttuMta pi tMi Cvori 

BJIOAulosheetleeder ... £49.991 
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Citizen pf inters have a 2 year guarantee 

New/ABC Colour printer..£1 54.99 

■nMIHwn HABC>Muw34Mn>rimB) Comnai 

WlrtMllktMllUllMdlHMi IraiUwlMi 

MMia . 

Swift 200 Colour ^..^£187.99 

San* Mil owl m trw :*0 t*»i »>ifit«a»* t^oii— • 

Swill 240 Colour E218.99 

J«(nn .:«rpai*irn 10ton|» quwimod* ;40ep» 

Projet II £214.99 

•>>• *+f* awMMw warn bu*B m auto bMH Im«w 

Swift Auto Sheet feeder. .E79.99 

EPSON Inkjets 

Vv/m800 + £249.99 

W Hui* NIK J» • a« «• liwl 100 MMI \~0- 

SOba Colour C459.99 

Ctfiuf tfjjw. 3ao i IQOdM *»» rnioftipMUiMpr'l 

IV/iJ PACKARD 

HP310portable £229.99 

NEW! HP520mono £249.99 

HP 500 Colour £344.99 

NEW/HP 560 Colour....£479.99 



Star LC100 colour £1 19.99 

IpiMMlloflri iMcpioin iKptNlO 

StarLC24-100 mono.. ..£126.99 
Star LC24-30 Col £199.99 



rMMModem 288 

'Super fast .'28,800 bps *14,400 Fax 
Phone lo. more details Only £243.99 

SuprorMXModem 144LC 
V.32 bis (14400 baud 

l***> COM KTMn ot twr MMC VIMM f aa morWMi Hmfiiifi aa 
M* but (MM 1 la. c«f a-* LtDej»»*#» 

only£141.99 

«» MM M m U#I a-M« !>»■■*» *-t a-**- M ■»« • 
aw fciapmHrwiiiim—i Wo HWI—l — — : I i e— 

OHMtobotics 

Sportster 2496 »Fax £104.99 

Sportster 1 4400 Fax £139.99 

WorldPorl 2496 .Fax £18159 

WorldPonl4400.Fax £205.99 

Courier Dual Std V34 Fax .£428.99 
Courier Dual SldTerboFax.. £369.99 
Courier V32 Terbo Fax...£363.99 

Modem cable lor Sportster and Courier l"9 99 

II you thought V32bts wos tost try V 34 

(28.800 bps). They come with a 5 year 

warranty Sore BABT Approved 



ACCELERATORS 



VIPER 68030 TURBO only £159.99 | 

66030 accelerator running at 2BMhz 

expendible to • Mb 32 Bit RAM I see RAM 

prices) Optional SCSI adaptor 

ADDITIONAL 32 BIT RAM 

Just add the price ot 32 RAM In this 

advert to the Viper board lo get 

your configuration price 

SUPRA 28 ACCELERATOR 

lor the A500 A500.& A1500 2000 

28 Mh2. uses A500 side port so 

there Is no Internal lilting 

only £144.991 



PRICES! 

Supraf-MAModem 

Thi. itifxMrti hn lua 14400 Mud K<ckNta« V W1XV V 32. 
V J7b» «3. W>. MMP3-S. V «. V4J6B. ClM* I ft 2 €■■*. 
ilwniM.MgO IMOOOiowilfM tntluita>»l>P*moaaiiiiciMrutisj 
!.u!lF..,t.» 4\f*b*» 

only£178.99 
SupnifMA' Plus.n 12.99 

I v^« imM> than tfw tfi d wa MOO rMjm -J^p.* xlii auio 
dwl k auto ikiIm HMO top* "ayyan rump *73B*4 V«BI* 
MMP M ft aulM J.I11.H to mtiMiH trwiMMMWn trji<a> 
IndiiflB* true modem comitn inol fail ■> «r ft cattta 

Supra 2400. £58.99 



SPECIAL OFFERS/ 



Delu.ePainMAGA C39.99 

Directory Opus 4 £51.99 

Distant SunsS 

P er s on al Paint V4~ 



Technosound Turbo.. .. 
Technosound Turbo 2 



..£1699 
-£25 99 



CONSUMABLES MONITORS 



0TY 0SD0 DISKS Branded DS DD 



10 
30 
50 
100 
200 
500 
1000 



£4 49 
£12.99 
£20.99 
£37.99 
£69.99 
£168.99 
£324.99 



£5 49 
El-I 99 
E22 N 
£4J H 

£79.99 

£190 99 
£365.99 



ils.H^M^.UH^oU.cnr.^aor 
«*l«!>tl»500_£fi99 1000 £9.99 



... £4.99 
£13.99 
..£3.69 
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Ribbons 

CitlrcnSwtlt mono ribbon .. 
Cltizon Swift Colour ribbon 

StarLCIOOmono 

Star LC200 mono 

StarLCIOOcolour 

SlarLC200colour .__ 

Star LC24-30 mono £6 99 

Star LC24-30 200 Colour £ it 99 

Re-InK Spray lor mono ribbons £1 1 .99 

COVERS 
SlarlC10'20cover 
CillienSwIttABC £5 99 

HP500 55O510 £5 99 

Star LC24-300 30 1 00 200 £ •> 99 

PREMIER Ink Refills 

■ jl(M(-n«ln.ut">l.>oc;im»ll'i»*Ut »» buttO" )•• 

n»«ltbl« -0« IIP C."d.i '.».. L-itli»iilm«f. T nlb«im 

Slnglerclllls (22ml).. £6 99 

Twinrolills. (44ml) C12.99 

Threo colour kit (66ml) £19 99 
Full colour kit. (88ml) E27.99 

II. ilk r. -tills (125ml). E24.99 

Cartridges 

Canon BJIOcartrldoe £18 99 

Double hie 500 cartridges . ..X24.99 

HP550 500 Colour cartridge .£24 99 

SlarSJ48 cartridges ~_ £18.99 

Star SJt44 mono orcolournpack) £2 1 .99 
Mi5cetlDnoous 

Pnnlor Switch Box 2 way £12.99 

Printer Switch Box 3 woy £17.99 

ntnswSa>ntM(Urirvert8i)SBveo>iscflce i J 99 
3 Metro printer coble £6 99 

5 Moire printer cable 
lOMelre printer cable 



All our monitors oro UK «pec AH monitors I 
come complete with a Iree Amign lead* 



Microvitec Autoscan1438 




.28 dpi. 15 3JI KM/, all Amiga I 
mod*». AOA compalibl* No | 
audio, mi A iwiveil aland 

only £289.99 



iVEW.'Philips8833MK11 

This lamoua Slenw. colour monitor «a bock 
Complete' with IZmonthonallamainlnnance 

only £229.99 

lilt and awtvell aland only C9.99 when 
purcnoaed Wllh monitor 



MISCELLANEOUS 



Amiga 50o«0'1200PSU £38.99 

Amiga 500 500 Plus keyboards -£45.99 

Amiga 500 Plus Molhirboard £2980 

Amii 500 Plus cases £1299 

QUALITY MOUSE MATS £3 99 

10 CAPACITY DISK BOX £0.99 

20 CAPACITY DISK BOX £2 99 

40CAPLOCKABLE DISK BOX £3 99 

100 CAPLOCKABLE DISK BOX £5 49 

-SO CAP STACKABLE BANX BOX..E9 99 

M»WSTA«ABtfPOSS06W £I7» 

1asCU0ela»f • wt«-( >« om Pouo a Ban ». 
Nomu OHwry ««— >« . »■■« »» <*m proaud or 
■Ian Duyng ? or mors. 

AMIGA A500 DUST COVER £3 99 

AMIGA 600 COVER -..E2.99 

14" MONITOR DUSTCOVER £6.99 

Keyboard Membrnnr Covers £14.95 

AMIGA TO SCART CABLES „i9.99 

STD 1.8 MTR PRINTER L£AO £4 99 

MODEM NULL MODEM CABLES 99 
AMIGA CONTROL STATIONS 

A500or 1200 VERSION £36 99 

A600 VERSION .-.£29.99 



Wordworth 2 AOA wllh Print Mgr & Day 

ToOay Planner £39 99 

XCopy Pro plus hardware £25.99 

Workbench 2.1 software and ROM 

upgrade (complete wllh manuals) 

only £74.99 

• 

Roboshltt automatic mouse joystick switch 

only £ 1 3 99 or £ 1 6.99 wllh mouse omulation 

and rapid lire push on modules 



Hard Drives 



2.5" Hard Drives for 600 
1 200 with installation kit 

Inc. software, cablos and instructions 
60Mb. ..'£134 99 120Mb. "El 99 99 
80Mb TI59 99 240Mb .•£259 99 

3.5" Hard Drives 
with installation kit 

inc. software, cables and instructions 
250Mb. T 184 99 350Mb...-£219 99 
420Mb. ..■£239.99 540Mb... - E279 99 

3.5" ttdrlve upgrade kit no HO only £22.99 

•Just Add £ 1 00 lor I iltmg 2-5" drives 

or £35.00 lor lifting 3.5" drives 



RAM EXPANSION 



PRIMA A500512kRAM(noclock)..-£19 99 

PRIMA AS00 Plus 1 Mb RAM £34.99 

PRIMA A600 1Mb RAM(wlthdOck) £39 99 



32 BIT RAM (lor A4000 ate) 



II Mb SIMM 1 39 99 I 
2 Mb SIMM £95.991 
4 Mb SIMM WW 10* PRICE' £139 991 
6 Mb SIMM NEW LOW PH/CE!. £269.99 



CHIPS 



I Copro'slorusewithA'lOOO&acccleratoni 



SPEED 



25Mhl 
33Mhz 
50Mh* 



PLC 



£45 99 
£53.99 

MA 



PGA 



CM M 

£89 99 

£137-99 



Imb by 8 9 SIMMS (1 Mb) £34 99 

4 Mb by 9 SIMMS (4 Mb). £144.99 

IMbbylDRAMS(IMb) £39 99 

1Mbby42IPS(l.2Mb) -..£32.99 

256by4ZIPS (eaeh)£5 99 

256by4DRAM(DILs) _ (e»Ch)E5.99 

Klckstartt.3 £23 99 

Klckstart2.04 JI28.99 

Klckstart 2.05 (lor use In A600) — £2858 

Fatter Agnes 8372A - £26.99 

Super Denlso £ 1 8.99 

6571 -0326 Keyboard controller £ 13 99 

CIA 8520A I O controller..... £8 99 



PRIMA CO-PRO & RAM 



1MB RAM £91.9 

2 MB RAM El 29 99 1 

4 MB RAM £189 991 

8 MB RAM £329.991 

2 MB & 33 MHz CO PRO £184.991 

4 MB & 33 MHz CO PRO £239 99l 



COMPUTERS 



I Amiga 1200 .. Irom £279.99 I 

Amiga 4000 Irom £999.99 | 

Amiga 500 Plus trade in available 
Please call tor details 



CD ROM Drives 



A1200 OVERDRIVE CD-ROM | 

Runs CD32 sonwaro. Plays Audio CD's, 
shows photo CDs. Plugs Into PCMCIA slot 

only £199.99 

I M«^SCSICD"»«lt«l-!1»«»ICOJMO«*»l«lW*"Me- _ 
I BOB RMfkKM W MM MMmmm • ■ t -ft «•* COTV COB I 
| iKCOMXe ■■•*»«•«»■ CM*— II ■»*»*»*> »»••«■•»*■ | 

NEC Multispin 2X1 internal £167.99 

• »5M»Acce»«llmeoJ5JKBIr»n«lerr»»> 
TEAC CD-50 Internal £339.99 

lAmigo I S00 7000 compatible only 
• 320MS Access lime eJOOKB irenaler 'ale 

TOSHIBA XM340I Internal £286.99 

e?0OUs Access Ime enoKB Uensle' rale 

TOSHIBA XM4101 Memn. £189.99 

eSSSMi Access limeeMOKBirenster reM 

External version. £259.99 
Mitsumi FX001 1 D Ouw spoea £1 29.99 
Tandon IDE CD ROM Controller 
fofUsewirhMTtsumionlyE64.99 
GVP A4008 SCSI controller C 1 22.99 



DISK DRIVES 







Cumana 3.5" £56.99 

1 meg external drive. The best name In I 

I disc drive. 

A6001200lntemaldnve. £39591 

ASOOIntemaldrive. £39.99 

A4000lntemalHDdrive £99.99 1 



GENLOCKS 



\iMB Sun SyHsf Y0eo 8! BI 
haiTIB ON DEMO NOW! 

The Professional answer 
hama 292 £269.99 

S- Video, and composite compatible 

hama290 £674.99 

S-VHteo.ai-dC(xmxtsi1cmiKina.piu5l.vrnon; 

hama A-CUT Video 

Editor £185.99 

GVP Genlock £289.99 

features professional SVHS output 

ocgenPlus C152.99 

kMSaa rtva*. c*mn»t to* wwHwr ami »»>•«**■ •«•<(■. atlra 

nQDinnaii) rni i nin 1 1 laiiajtati 

Rendale 8ii02frviC..£1 64.99 
RocgenRockey £152.99 

foi ctaalitig .pKial aifact* in •irfan p'ortudlo" ■»•.■> 



SCANNERS 



Alfa Scan only £11 4.99 

add £25.00 for OCR software 
Alfa Data Alfa Colour Scan 

only £329.99 
Power Scanner V4 £1 1 9.99 



« i » ■ v« en«e t ekeerw e 
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Colourversion only £239.99 
EPSON GT6500 Colour Flatbed 

Only £564.50 pnoniloraetHls 

Art Department Pro 
Scanner software £109.99 




I The imazing new jraph.es tablet lor the Am.91 
I devtfopM with the help ot First Computers M>. 
I rated in Amiga Shopper August issue' Requ.us 

Uo4WBor.t»ve only £59.99 



R0MB0 PRODUCTS 



VIDI 12 RT... .£134.99 

Ran lima eoTCK dt(iiii-i«fl tic- •«» •'*•• —»'**. 
" u n A<iA tuppafl Raaauba* l| '-'l'"' 

VIDI 24 RT. ...£204.99 

14 hit qiiain, >••! ll-»» mi-i fligilt.i'.g tree" a-n 

.HMO •n.iri. Full *GA (uppcil '<•-, 

V U |dTi"2 AGA... .£59.99 

Fna. auaiaiflrt *m AOA <r<*pMI C04—W n M| »1 «■■*>»■*# m 
IN* man a t-xe—J i-wna Wi l l i m ••<*• Ht-at aM Ml 
.•)Hi..i(i HMH«aa«|i«aai. iiytapaatsa 

VID1 1 2 Sound & Vision AGA 
.„... mtT - £98.99 



MICE&TRACKERBALLS 



Alpha Dala Mega Mouse £1 2.99 
90% rating. 400 Dpi 

Zydec Trackball £29 99! 

I Golden Image Trackball £37 9* 



Stereo/Speaker Systems 



I Aerospace Deluxe £47.99 

Zy Fi Stereo System E33.99J 

ZyFi Pro Stereo System.£57.99 



SOFTWARE 



MISCELLANEOUS 



DistanlSunsS . 



£35 99 



MUSIC/SOUND 

DatUxaMusiC Construction Sol v2 £59.99) 
ProMidllntortocebyMlcrodool £24.91 

TochnoSour>dTurbo2 E25.9J 

Tecno Sound Turbo £189* 

PROGRAMMING 

Amos Prok w lonat 

Amos ProlesskKial Compiler £249* 

BIUBatuc2 -E53»| 

Devpac3 £50.9* 

PUBLIC DOMAIN Top 20 

Amiga CO-ROM d-i.es ut>'s(P0AC01)To«i«£lJ 

ChpertlOPacl. 

CupartCssStlMacArn 
Capert0lsk9IGa'flekti 

arpartC»sk4(Foodl 

Am. SusePro v I & 

9Fing^Oamo 

EdworrJ Pro V4 

Easy Calc Plus 

Kiendyte AGA- 

Ms ud ai ai p AGA Demo _ 
Motorola invaders AGA 
Mage: Workbench mils 
PC Task Emulator 
Ipaaaja •>'■' BM ajisl ' 
Spectrum Games Disk 

Fit Chicks AGA 

M(|»MAC 
Rekxocki] 



iPOACJS. 1 dsSEUa 

iPOAC0iiidrs*r^a 

iPOACfBUdiskX'S 
|PO»C04|ldisk'.'S 
IPOACOI ' 
IPDA033 . 
(POA00S) 1 d.s» ; ' -^ 
PDAOOqidWJ I 
iPDAOi3l3ttb»£U 
(POA015)1d»k!U 
|POAOI6)2doka] 
lPOA0i7iid«;'l 
(PDA019 ' 
|POA027i t etisa I" =J 
(POA02B|trW»:iS 
|PDA03M2dM I 
(PDAOMlltf ' ■ 

(POAOniid 



AndysY«B3U»s (POA03l|ld 

F«st Forts r>sk2 (P0AF02I 1 

Firs Forts Disk' (POAFOIJId 

UTILITIES 

Directory Opus4 .™— - 

GPFAX2 3soltwarc. 



£51* 
..£494 



XcopyProinc. hardware . £254 

VIDEO AND GRAPHICS 

Deluxe Paint 4 AGA £39 J) 

MafcarallitfirVhrTa £89] 

Vi. : .!'...■ H4Mbrequired) E29JI 

WORD PROCESSING-DTP 

Finol Writer DTP NEW! -£72jJ 

Final Copy V2 UK New Low Price' CIS* 

Pagnlream3UK version E249JI 

ProP»g»V4... E109J 

Prolox143WP £39« 

Wordworth 2 AG A re Fm Mgr 
Wordworth 3 limited oiler! ..£54 1 
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Welcome to Amiga Shopper! 
This magazine Is dedicated to 
giving you, the serious Amiga user, 
the best. This month, we have a full 
review of one of the most exciting 
pieces of software that we have ever 
seen: Lightwave. 

Unlike other magazines, we have 
really taken the program apart, and 
we haven't been blinded by the hype. 
We tell tt to you straight. If you want 
the real truth about a product, you 
know where to come... 

Richard Baguley 
Editor 



MSHotM 



At last! The standalone version 
of Lightwave! Has it been worth 
the wait? Find out with our 
in-depth review... 







Can Protext 6.5 keep up 
with the Final Writers of 
this world? Wordsmlth 
extraordinaire Richard 
Baguley Investigates on 
page 24 
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You can save yourself 

hundreds of pounds 

with our exclusive 

reader offers! 

See page 4 f for details. 



MONITORS 20 

Which monitor is right for you? Should you 
go for a Multisync or a Single scan? 
Richard Baguley looks at the alternatives. 

RAPTOR PUIS 32 

Would you spend £14,500 on an 
accelerator? Team 17 have, and we get 
close to the first captive Raptor In Europe. 



REVIEWS 

LIGHTWAVE 3.5 lO 

Can this long-awaited program really beat 
all comers in the battle for the 3D high 
ground? Gary Whiteley and friends 
investigate. 

BUZZARD 4030 1 S 

John Kennedy casts a critical eye over the 
latest A4000 accelerator. 

THE LIGHTWAVE 
COLLECTION VOL 119 

Richard Baguley looks at a new collection 
of objects, fonts and textures from those 
nice people at the 24 Bit Club. 

PROTEXT 6.5 24 

Richard Baguley shares a few well chosen 
words about the latest Incarnation of this 
classic word processor. 

PIXEL PRO V2 25 

Can the new version of this 3D object 
manipulation program make fiddling around 
with your 3D models easier? R Shamms 
Mortier investigates. 

TUTORIALS 



AMIGADOS 

Get the lowdown on Libraries with 
AmigaDOS expert Mark Smiddy. 



77 



AMOS 71 

It's crossed eyes and headaches all round 
this month as Simon Green Investigates 
Single Random Dot Stereograms. 

COMMS 62 

What has a small dog got to do with 
Comms? Dave Winder looks at Fidonet - 
the amateur network. 

ASSEMBLER 54 

Toby Simpson gets Into specifics In the 
second part of our ongoing Assembly 
language tutorial 

CHESS 56 

Cliff Ramshaw gets deeper into the dark 
world of chess programming with the first 
part of the listing. 



NEWS 4 

What's up and what's down in the Amiga 
universe? Read the latest news from 
Europe and the US. 

WINDOW SHOPPER34 

Graeme Sandiford looks at all the things we 
had no space to review elsewhere. 

INDUSTRY COMMENT? 37 

Graeme Sandiford asks awkward questions 
about Commodore's marketing and the 24 
Bit Club offer a few words on the unsung 
heros of 3D modelling. 

READER ADS 40 

Used hardware and software bargains. 

MARKETPLACE 44 

Amiga Shopper's own classified section. 

AMIGA ANSWERS 46 

Our expert panel provides solutions to more 
of your real-life Amiga problems. 

BACK ISSUES 64 

Catch up on all those exciting articles you 
missed before. 

SUBSCRIPTIONS 66 

Don't miss your monthly dose of Amiga 
facts or your subscribers' disk - subsenbel 

USER CROUPS 80 

Get in touch with Amiga users around 
the globe. 

93 



Express yourself and win £25! 

PUBLIC DOMAIN 85 

Graeme Sandiford checks out the latest 
low-cost and no-cost serious software. 

MAIL ORDER 82 

Find out what bargains we have in store 
for you. 

BUYING ADVICE 96 

You'd be mad to make an Amiga purchase 
before reading this vital advice. 

COMPETITION 97 

Your chance to win a copy of Lightwave, 
plus a copy of The Lightwave collection. 

NEXT MONTH 98 

Advance news on what we have in store for 
you In next month's Issue. 
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your Amiga 
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NEWS 




Richard B ponders over this 
month's Amiga events... 

Working for a magazine can 
be a frustrating business. 
For Instance, we were hoping to 
have some good news on 
Commodore for this Issue, but at 
the time of going to press there 
was still no firm news from 
Commodore. Time and magazine 
printers wart for no man, so we 
have brought you the latest on 
what Is going on. At the moment, 
Commodore are still In the 
curious limbo where nothing Is 
decided. 

"No news Is good news" some 
wit once commented. They 
obviously hadn't been Involved In 
any management buyouts. The 
indecision and legal wrangling 
benefits no one and hurts the 
Amiga. Every day that no Amigas 
are available hurts the cause, with 
more people buying PCs and more 
companies either holding back on 
products or deciding not to release 
them at all. 

Hopefully, things will change 
shortly. David Pleasance has 
talked about his plans for the 
company, and these sound 
extremely Interesting, including 
improved support for developers. 
Will the new and Improved 
Commodore put the Amiga back 
up where it belongs? Only the 
gods (or goddesses) know... 



IT'S DO OR DIE TIME 
FOR COMMODORE 

No news from Commodore UK on NiBO, Philippines 
plant closed and AAA abandoned. 



Christmas Is fast approaching and most retailers are 
preparing to fill their pockets with the Increased revenue 
that this time of year brings. However, whether or not any 
of the profits will be generated from sales of the Amiga Is 
in serious doubt. 

The deadline for a decision on the future of 
Commodore has passed and yet (at the time of going to 
press) no announcement has been made. In short, time is 
running out. Stocks are running 
extremely low and there will 
simply not be enough Amigas to 
meet the Christmas demand 
unless a functional Commodore 
emerges very soon, and there 
are serious doubts within the 
Industry as to the ability of any 
new company to manufacture 
large quantities of Amigas 
before Christmas. 

But what will happen if 
Commodore don't have any 
machines ready in time for 
Christmas? One thing is 
certain, existing Amiga-owners 
won't wake on Christmas 
morning to find that their 

machines have disappeared. We will still have our 
machines and most of us will still be eagerly waiting for 
news of Commodore's future. 

At the time of going to press, there were still two 
bidders for the remains of Commodore International - the 
Commodore UK management buy-out offer and an offer 
from CEI of Florida. The heads of both companies are 
confident that their offers will be accepted, although most 
Industry pundits put the Commodore UK offer In the lead. 

Unfortunately, matters are not helped by the recent 
seizure of a Commodore production plant in the 
Philippines, by the Philippino Government and other 
creditors, as they are still owed money for rent and other 
bills on this factory. Apparently, Commodore have been 




David Pleasance has Just made a trip to the US. 
Let's hope good news Is In store for us. 



counting on the component parts to be handed over by 
the liquidators once the deal had been completed. David 
Pleasance has been reported saying that these expected 
supplies were to play an important part In the production 
of products for Christmas. Although Pleasance was bullish 
about the possibilities of restarting production in the UK, 
there is still no guarantee that this would be In time for 
supplies to reach the shops for Christmas. 

He also revealed that although 
the AAA chipset is almost 
completed, this project has been 
closed. Although the chips 
themselves are nearly complete. 
It would take another 18 months 
to complete the work required for 
the operating system to work with 
these chips. Instead, according 
to Pleasance, the R & D 
department will now be 
concentrating its efforts on 
developing RISC-based 
technology for the next 
generation of Amigas. although 
no firm dates have been set for 
this or the launch of any new 
machines. Lew Eggebrecht (Ex- 
Vice President of Engineering at Commodore International) 
has also parted company with Commodore. 

David Pleasance was In the US when we tried to 
contact him, and nobody else from Commodore UK was 
willing to comment on the progress of the management 
buy-out, apart from "there is no news at present". 

Meanwhile, the liquidators have been busy selling off 
the remains of Commodore International. A series of 
auctions were held in Commodore's old base of West 
Chester, and all of the office and test equipment were 
sold off. Several development models of Amiga were also 
sold, including some of the early A4000s used In the 
protyping of the machine. One source estimated that this 
sale raised around $500,000. 



Free CD for 3D Artists 

Syndesis are still looking for good 3D objects to include on their second 3D- 
ROM. They are asking 3D artists to send In examples of their work to be 
included on the disc. The first 3D-R0M, reviewed In Issue 39, contains over 
580 3D objects In several file formats and a whole load of texture images. 
It normally costs $199, but if any of your objects are Included on the 
second disk you will be supplied with a free copy. 

They have just released the latest version of Interchange Plus. 
Interchange Plus 3.0 costs $199 and can translate between a wide number 
of 3D objects. As standard the program supports the following file formats: 
Lightwave. Imagine, Sculpt. 3D Studio, DXF and even Vista DEM files. 

Other file formats are also supported by means of add-on converters 
which are available separately. The other formats supported Include, 
Softimage, Alias StyleGulde, Vertigo and Crystal Topas. Version 3.0 also 
Includes the InterFont Converter and 75 ready-made fonts. The program 
converts outline fonts into 3D objects. After selecting the font, entenng your 
text and specifying your desired extrusion depth, the program will produce a 
3D object in any of the supported file formats. 

>bu can contact Syndesis Corporation by calling them on 
» 0101 414 674 5200. 



NEW KID ON THE 
VIDEO-BLOCK 




Pizaz is a new entry Into the video-titling 
battlefield. It's scheduled for release at the 
beginning of October at a special introductory 
price of £49.99. The product's normal price will 
be £59.99 and can be purchased directly from 
Video FX - the product's creators. 

According to the manufacturers, Pizaz's main | 
claim to fame is its object-orientated design. 
Apparently, the program has extensive scrolling 
functions and animation facilities as a result of 
this approach. The program has a scripting 

board, that has several automatic special effects - these include expansion, 
folding and rotation of characters. Characters can be scrolled In a variety of ways, 
such as words, lines or pages and can be moved at user-defined speeds. 

The product sounds quite Interesting and you can expect a review quite soon. 
However. If you just can't wait, you can buy a demo copy of the program for £10. 
Call Video FX on » 0443 674385 for more Information on this new product. 



Plzaz Is a new entry Into the 
vldeo-ming battlefield. 
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Silica are now selling a new Scala Software Suite that 
comprises Scala MM300 and Scala Echo. The bundle Is 
being sold for a price of £399. which Is a saving of £79 
on the Individual prices of the two products. 

Scala MM300 is one of the best multimedia and 
video-titling programs available for the Amiga (We gave it a 
very healthy 9 out of 10 In our review in Issue 37). Silica 
hope the combination of this popular program and the 
Echo unit will prove to be a powerful desktop video 
solution. 



Scala Echo Is a cable unit that, when connected to 
the Amiga's serial port, can be used to control a 
VCR through an Infrared sensor. 

Echo comes supplied with software modules that 
control recording and playback functions by learning from 
the existing remote control unit. It also comes with a clip- 
art library and infrared trainer software that can be used 
to 'train" the Infrared unit to control the VCR. 

If you would like to get hold this money-saving bundle, 
or just find out more, call Silica on « 018 309 1111. 



Accounting help 
from Down-under 

Australia-based, Small-Biz Pty Ltd have just finished work on Easy Ledgers 2. 
It's an accounting package that's aimed at a broad range of Amiga-users, from 
people trying to stay on top of their personal finances to small businesses. 

We've taken a look at a demo version of this latest release and It does look 
very promising. It appears to be one of the most polished and well-designed 
products of its kind. It requires 2Mb of memory, a hard disk and Workbench 2 
or later. 

The program Is divided Into 
five account types: Purchase, 
Sales, Ledger, Inventory and Jobs. 
Adding an account or making a 
transaction is simply a matter of 
clicking on a button or double- 
clicking in a field. You can expert 
a review of this product In a 
couple of Issues time. 

Although no price has been 
set so far, you can find out more 
by calling Small-Biz on Easy Ledger* 2 Is an accounting package 

» +61 074 91 9190. fhaf Is aimed at making the financial life 

easier for a broad range of Amiga-users. 




COMPUTER 
PORNOGRAPHY 
WHITE PAPER 

The ELSPA (European Software 
Industry Association) are asking the 
Government for more police 
resources to help fight the illegal 
publication of obscene software. To 
this end the body, which includes 
several large software houses, has 
launched a White Paper into 
Computer Pornography In the UK. 

The paper outlines the current 
legal framework In the UK and 
highlights the growing black market 
for this kind of software. It also 
provides some helpful guidelines for 
parents who want to keep their 
children away from this type of 
pornography. 

ELSPA can be contacted by 
phone on « 0386 830642 or by 
writing to Station Road. Offenham, 
Near Evesham. Worcs WR11 5LW. 



STYLUS PRO-PACK 

Stylus Inc. the makers of the ProVector structured drawing 
program, have announced a software bundle, aimed at the 
professional artist, called the Stylus Pro-Pack. The pack will 
include a copy of version 3 of ProVector. an updated version 
of StylusTracer. PSImport and RexxRequest. The Prc-Pack will 
cost $299.95 at full price, but will be available direct from 
Stylus for an Introductory price of £199.95. 

Registered users of ProVector 2.1 can upgrade for 
$129.95. The company is also offering a competitive upgrade 
of $149.95 for users of Art Expression. Design Works. Aegis 
Draw and Professional Draw. All these offers are open until 
the this year. 

Version 3 of ProVector sounds as If it has really been 
beefed up. It has apparently undergone an "Interface-lift" and 
now takes advantage of the AGA chip-set. It has new gradient 
fill features and clipping paths. It can now output 24-blt anti- 
allased ILBM files. It also takes advantage of Workbench 2 
and 3's new features to provide on-line help. The program can 
save files in the Macintosh's popular Adobe Illustrator format. 

PSimport has also got some new features. It's a 
program that can load and edit PostScript files. StylusTracer 
can be used to convert bitmap images to vector ones. It's 
also got some new features such as image-processing and 
touch-up tools. 

Contact Stylus Inc. on • 0101 303 484 7321. 



Making Music with 
Bertie Bunny 

Making Music With Bertie Bunny is a new educational 
program that aims to make learning fun for all 
children from the age of 2 upward. 

The program introduces children to a number of 
different Instruments and lets them hear how 
different combinations of instruments will sound. The 
child can control the Instruments by using the 
Amiga's keyboard. 

It costs £24.99 and Is available from 
WlndShadow Software on « 0101 905 836 4400. 



PROTEXT PRICE-FALL 

Just after our review of Protext 6.5 (see page 24) 
left for the printers. Arnor made some price cuts on 
the range. 

Protext 6.5 has been reduced to £74.95. 
Upgrades from earlier versions are also available and 
cost. £29.95 from 6.0, £39.95 from 5.5 or 5.0 and 
£49.95 from 4.3 or 4.2. You can still buy version 4.3 
for a bargain price of £29.95. 

Call Arnor on » 0173 368909. 



Time Base 
Corrected 

Electronic Design ol Munchen in 
Germany have announced the 
release of their latest product - 
The TBC Enhancer. This acts as a 
time base corrector, which means 
it replaces and corrects the 
control signals on a video signal, 
allowing It to work with video 
units like the Toaster. 

It can also enhance a video 
signal by altering the saturation, 

; ,i and luminance of a 
signal. It can also cope with 
either composite or S Video 
signals. Electronic Design are on 
tr 01049 89 354 53 03 

BBS prizes 

The Trick or Treat II BBS Is 
running a competition where the 
person who uploads the most 
Amiga stuff could win an 80Mb 
hard drive oi various other prizes. 
Trick or Treat II is on tr 0703 
391797 iModerrt). 

Disks for books 

Bruce Smith Books have decided 
to bundle disks with some ot then 
existing books, like Mastering 
Amiga amos. 

All new copies of the book 
will have thew disk included with 
it. and anybody who has bought 
the book previously can get hold 
of a copy of the disk by sending a 
cheque for £2 to the publishers. 

Their next release will be 
Mastering AnvgaDos St 
written by Amiga Shopper 
freelance and AmigaDOS expei I 
Mark Smiridy. Bruce Smith Books 
are on » 0923 893493. 

What goes up 

Newton s Law is a new Lightwave 
plug in that simulates the real 
world. All you have to do is set 
the parameters I hat should apply 
to your current scene and objecl 
and leave Newton's Law to figure 
out all the bits. 

An object can be given a set 
of physical characteristics iiom a 
1 1 si ol pre-defined materials. You 
can alter such things as an 
object's density, friction, elasticity 
and mass. You can also specify 
real world influences SV 
pressure, magnetism and wind. 

If you would like to find out 
more call Cybernetica on n 0101 
805 730 7330. 
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Entertainment 
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The Future Entertainment Show is 
shaping up to be one of the premier 
events in the Amiga users' diary for 
the next few months. All sorts of 
lovely things will be there for Amiga 
owners, but the throbbing heart of 
the beast will be the Amiga Theatre. 
For details of what is going on, check 
out the timetable on this page. 

One of the great highlights of the 
show will be the chance to ask 
awkward questions of the people who 
write Amiga Shopper. We will be 
around in both the 'Meet the Teams' 
and the 'Question and Answer' 
sessions, so please feel free to drop 
by and ask us those awkward 



questions about all those things that 
have been bugging you for years. If 
your questions are particularly 
technical, please drop us a line In 
advance as this will give us a chance 
to check the details of your question 
beforehand. Please enclose your 
name, your question and the day you 
will be attending and send it to : 

Ask In Advance 

Amiga Shopper 

30 Monmouth St 

Bath 

Avon BA1 2BW 

Unfortunately, we can't guarantee an 
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answer to every question, as we only 
have a short amount of time for 
these sessions. 

We will, in collaboration with 
Amiga Format, be running a series of 
competitions at the show in a series 
of categories: Graphics. Demos. 
Games. DTV. Music. Animation DTP 
and Miscellaneous. If you have 
created anything particularly 
outstanding In any of these 
categories, just whack it on to a disk 
with the special label (supplied with 
Amiga Format), and bring it along to 
the show. 

At the end of the day we will be 
picking one winner, and there will be 
several stonking prizes, including CD- 
ROM drives and printers. We will also 
accept entries on video cassette, as 
sticking your latest five-hour 
animation on to a floppy disk could 
be a problem. All entries must be put 
into the magic bucket near the 
Amiga Theatre stage before 11am 
every day. 

There will also be all manner of 
wonderful things Amiga at the show, 
Including a special area where 
Premier Vision will be demonstrating 
the state-of-the-art In Amiga graphics, 
including the Personal Animation 
Recorder card. 

The FES will run from Wednesday 
October 26th to Sunday October 
30th. Tickets are available in 
advance for £6, or alternatively £7 on 
the day. If you buy In bulk, there are 
also other discounts available. The 
ticket hotline is on w 0369 4235. 



launch Interne/ 

From the 9th of September 
CompuServe will be introducing 
several new Internet services. 
The communications company will 
provide Telnet. FTP and World 
Wide Web services for 
consumers. It will also provide 
dedicated Internet and IP access 
for their commercial customers. 

To find out more, or to 
subscribe to these services, call 
CompuServe on n 0734 391064. 
Oh yes. Madonna will be 
releasing a special preview of her 
next single on CompuServe. 



Trojzjj - o/Ji 

v/ _.v:'r,:; 

We've received a warning from a 
reader. Urban Mueller, about a 
file that has just been removed 
from the AmiNet. The tile. 
•util/vlrus/vmk30.lha. is in fact a 
Trojan horse program that will 
delete your RDB (Rigid Disk 
Block) after being run for the 
255th time. 

If you have downloaded this 
file you would be very wise to 
delete it straight away. 

Please pass this warning on 
to any BBSs or libraries that have 
ii us file. 



FAMILY RESEMBLANCE 



As you may (or may not) be aware. 
Future Publishing also publish two 
other, equally brilliant, Amiga 




magazines - Amiga Format and Amiga 
Power. Here are the Editors of these 
magazines to tell you what they have 
on offer this month. 

Steve Jarrat 

(Editor of Amiga Format) - 

"The next glorious Instalment of the 

Amiga Format experience is already 

gracing your local newsies' shelves, 

so you would be well advised to rush 

out and buy a copy. 

The striking cover image of Alfred 
Hitchcock heralds an Issue dedicated 
to getting into video on the Amiga. 
We've got a huge feature on how to 
go about using the Amiga as part of a 
desktop video suite, and then we 
round up all the genlocks we could 
find and rate the little blighters. 

Amiga Format's Coverdisks 
continue to reign supreme with 



TV'Text Pro -a titling program 
for your own videos - and a fully 
playable demo of Bullfrog's Gold-rated 
Theme Park. AF really Is the dog's 
these days..." 

Jonathan Davles 
(Editor of Amiga Power) - 
"Super Stardust forms the main 
thrust of the October issue of Amiga 
Power. There's a monster four-page 
review of it inside, revealing it to 
be perhaps the most beautiful game 
ever created. 

Back outside again, and on the 
cover are three {yes. three!) disks 
featuring playable demos of 
Theme Park. Alien Breed 2: Tower 
Assault. Ruff 'n ' Tumble and 
Bubble & Squeak. 

Inside again (sorry about this), 
there are reviews of every new Amiga 
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game, along with an excellent feature 
whereby we connected ourselves up 
to complex medical equipment to 
discover If games really are as 
exciting as real life. Our findings may 
surprise you." 
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The latest news horn R Shamms 
Mortier - our man in the US, 



Nova Design's ImageFX 2.0 (a real beauty) ships In mid October. There is an 
English distributor that is a pirate in the London area who is ripping off Nova 
Design (ImageFX). if not others as well, by selling pirated copies of ImageFX 
software. This same low-life has the gall to be advertising in another Amiga 
publication from England. The pirated versions of ImageFX are selling for £100. 

Amigans, rise up and stop them. Get 
the name of these slime balls from 
Bob at ImageFX by calling » 804-282- 
6528, and spread the word to your 
honest (and hopefully outraged) 
friends. Piracy kills development. 




Lightwave to go to NT? 



U.S. Distributor Devware Is becoming more devoted to 
Toaster/ Lightwave products at the moment, since it looks 
like Lightwave will remain a winner in the ongoing 
Commodore saga. Their business has been dramatically 
hurt by the Bahamian indecision, being off by some 40%+. 
They said that Lightwave for Windows-NT would be on the 
market in December, and they will add Windows-NT stuff 
at that point. Why is this Important to Amiga users? 
Simple. The more Lightwaves out there, for any platform, 
the more this is going to Increase the speed of 
development and enhancement and eventually drop the 
price for everybody. Windows users represent a very big 
potential market. The question Is, can NewTek penetrate 
»it effectively? Newtek are on • 0101 843- 8934. 
Devware are on » 0101 800 879 0752 




PLAY DIGITAL CREATIONS 



Digital Creations is merging with Paul Montgomery's PLAY. 
Inc. and will now be known under that same name. Paul 
Montgomery and the rest of the folks at PLAY were the 
major players in the group that left (was let go) by NewTek 
a couple on months ago. The new group will be very 
serious about developing new products for computer 




• W...I i i i ii niniiipw^^Mimji »._ 
i^ 1 Q . £ ■■- ■ E»0 a C -t ~ . 81 


t*t*ft 



graphics and animation (there first product will be a state- 
of-the-art 3D video digitizer for animation modeling 
purposes. Whether It will be available for Amiga users or 
not depends on how quickly and effectively the whole thing 
comes back together again. Don't look for any Instant 
support of Lightwave projects from PLAY, since bitterness 
still abounds on all fronts. The Digital Creations group is 
also not anxious to give NewTek a hand, since D.C.'s 
wares always had to fight NewTek for command of the 
Amiga Video Slot Inside the Amiga. 

I also asked Greg at Digital how well Brilliance was 
doing since they de-dongelized it for the 2.0 release. He 
said that there was no Indication that major piracy was 
hurting it so far, but that they were still watching the 
known pirate BBS boards for Its appearance. Whether or 
not the DCTV Paint software will be upgraded In the near 
future (I got the distinct impression that major work has 
already been done In this direction) depends on how fast 
the Amiga gets back In the swing of things. Digital 
Creations are on « 0101 (916) 344-4825 



On Impulse 



Mike Halvorson of Impulse 
says that their 3D digitizer 
will ship by September 15th. 
The price for 30 days will be 
$500.00, then double that 
afterwards. Impulse has 
invested over $140,000 In 
the hardware development. 
It will work on any system 
through the serial port 



(software for the MAC and 
SGI due to ship by 
November). A cheaper 
"articulated arm" digitizer 
will be produced and sold 
for about $500.00 In the 
future. Right now, the Amiga 
software for the digitizer 
supports Imagine and DXF 
files. 



UTILITIES UNLIMITED 

Jim Drew of Utilities Unlimited will talk to us in a future 
Interview. I've just or-dered the 486-DX emulator, and will 
have something to say on this as time goes by. Drew also 
told a friend of mine that there's a way to add a MAC 
open architecture box to his Emplant emulator so that 
MAC cards can be added, but no details ever surfaced. 
Anyone ever heard of this possibility? I'd like to know If 
It's true, and how to do it. 



Big ^i'i' 



I'm one of those A4000 owners 
who purchased their system early 
on, and consequently got the 
earlier Buster Chip as a result. I 
never bothered to upgrade, not 
really needing SCSI II compatibility 
at the time. Well, after 
Commodore nose dived and pans 
became scarce, wouldn't you 
know it. I needed to upgrade to 
the revision 11 Buster. Nobody 
was out there. SMG. the company 
that Commodore chose as the 
one to address this fault, is about 
4000 orders behind as far as the 
Buster upgrade, and they don't 
expect to be able to do anything 
until at least November. After a 
three week search, I found a 
company in Florida that will 
handle the repairs ithey're getting 
their supplies from England!!. 
They are Intelligent Machines of 
Orlando (2923 East Colonial 
Drive. Orlando, Florida. USA 
32803 / 407898-0521). They'll 
do the upgrade for about 
$110.00 

UK Aladdin 4D 

Greg Gorby of ADSPEC 
Programming is looking to 
penetrate the European market 
more successfully in the Fall with 
the release of Aladdin 4.0. Look 
for his approach to be made 
public sometime in October or 
November. ADSpec are on 0101 
tr (216) 337 1329 

Address 
Change 

Tim Shead, owner of Shead 
Design and software and 
developer of Shead Tools for 
Aladdin-4D ($30.00 and selling 
like hot cakes over here I has a 
new address. It is: 4610 Eubank 
Blvd. NE, #118. Albaquerque. 
New Mexico 87111. New Phone 
is 505-237-8679 
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10 REVIEW 




Imagine my surprise when a NewTek 
representative at last April's European 
Computer Trade Show asked me whether I 
thought Lightwave 3D should be released 
Independently of the Video Toaster and what It 
should cost? Was he serious? Had NewTek 
dreamed this up on their own or had the years of 
complaints and suggestions from European, 
Australian and other PAL 3D-ers finally paid off? 
Of course, my answer was a resounding "Yesl". 

I wasn't the only one he asked (though I'm glad 
he did, because I had been advocating a 
standalone Lightwave for a couple of years). 
Obviously the collective response was positive 
because at long last NewTek have finally seen the 
light and graced the rest of us with a Toaster-free 
version of Lightwave 3D - one of the most exciting 
3D animation and modelling packages available on 
any PC this side of a Silicon Graphics workstation. 

But why did NewTek take so long to release a 
standalone version of Lightwave 3D? After all. the 
Toaster had been around since 1991 (Phil South 
and I did the first UK review in AS 6). The official 
line Is that NewTek didn't think that Lightwave 3D 
was ready for the market, but my guess Is that 
NewTek were Incensed by the release of the rival 
LightRave which they wanted to kill off. 

As for Lightwave not being ready, phooeyl As 
part of the Toaster, Lightwave had been knocking 
the socks off animators for a couple of years and 



had already contributed to much award-winning and 
excellent work - including the animation segments 
produced for Babylon V and seaQuest DSV. 

Then there was the recently-released Imagine 
3, which could also have been perceived as a 
threat to Lightwave, especially In PAL-clty. I also 
suspect there was something going on at NewTek 
which required cash... Last year eight key staff left, 
while this year eleven (according to the story I 
heard) NewTek employees were made redundant, 
and there are still ScreamerNet/Raptor and Flyer 
products to get out. (Actually, we have a feature on 
the first Raptor in Europe on page 22 - Ed). So 
releasing Lightwave 3D as a standalone product 
makes sense if NewTek needed to get some extra 
cash together without too much additional work. 

After all, if Warm and Fuzzy Logic could hack 
Lightwave away from the Toaster to produce 
LightRave why couldn't NewTek release It as a 
standalone product as only a part of the 3D 
software was directly linked to the Toaster? And, 
let's face it. the NTSC-only Toaster was the 
biggest obstacle to selling Lightwave in PAL 
countries. Whatever the reason, Lightwave 3D Is 
available, In PAL and possibly overpriced, but 
certainly over here. 

OPEN THE BOX 

At last! And it works on any sultablyequipped 
Amiga. So what's all the fuss about and what do 



you get after you've shelled out almost £500 for 
the privilege of owning Lightwave 3D? Well, you get 
seven disks containing the software Itself 
(including both normal and FPU versions) plus 
example objects: ARexx macros and some fine 
PostScript fonts, two manuals (one based on 
Lightwave 3.1 as previously bundled with the 
Toaster) and an addendum describing the new 
features of Lightwave 3.5 - the current version. 

WHAT'S INSIDE? 

There's also a tutorial video tape (In PAL VHS) from 
Lee Stranahan's excellent Toaster Essentials 
series, a dongle that fits into the parallel port of 
your Amiga and a letter which sort of apologises for 
the quality of the manuals, but which doesn't 
promise any free upgrades to something better in 
the future. This latter is odd. because the last I 
heard was that noted Lightwave animator John 
Gross (of Amblin Imaging, who did the seaQuest 
DSV animations) was going to writing new tutorials 
to be included in a new, full version of the manual. 
A word of warning about the dongle! Although it 
has a parallel pass-through. NewTek recommend 
that you don't use it and that you Incorporate a 
parallel switch box Into your system if you have 
other parallel devices (such as printers or 
digitisers) which you regularly use. This Is good 
advice because I found that if I had my printer 
connected to the pass-through then it had to be 
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switched on or Lightwave wouldn't recognise the 
presence of the dongle and would exit as soon as 
the first mouse click was made. Although most 
programs manage to print OK via the dongle 
Pretext (which uses its own proprietary printer 
drivers) refused to recognise the printer at all. But 
perhaps the worst falling of the dongle is that it 
disables PARNet, so you can kiss goodbye to 
cheap networking If you plan to use Lightwave 3DI 

LOOKING AT THE LAYOUT 

I'll start with the best part of Lightwave 3D - the 
Layout module. This is Allen Hastings' baby, whom 
old timers will recognise as being responsible for 
creating one of the Amiga's first 3D programs. 
VldeoScape 3D. Over the years Allen has taken the 
basis of that early software and refined it Into the 
supremely usable Layout program which Is the hub 
of all things animatable In Lightwave. 

Layout Is the stage area of Lightwave 3D. 
where all the components which produce the final 
animation or still frame are assembled. Layout Is 
where objects are placed, lights are set up. 
textures and mapping set. the camera positioned 
and motion paths assigned to all or any of the 
loaded elements, Layout Is awesome In its power, 
though there are still a few rough edges - which I'll 
mention briefly later. 

First, a guided tour of all the good things 
Layout has to offer. Layout has one main screen, 
surrounded by a variety of menus, which displays 
the current stage scene from one of several views. 
This can be from the camera Itself, one of three 
planar views (top, side or front); a perspective view; 
or from the position of any currently selected light. 
There are no tri or quad views (as Is common with 
other software) but this is no obstacle to easy 
working - you just flip between views as necessary. 

You load every object which is to appear In the 
scene into Layout and, if the outcome is to be an 
animation, you can set up key frames for each 
object, light and camera In the scene. You can 
make key frames as often as you need them 
simply by selecting the object to be key-framed, the 
frame number for the key frame and pressing the 
Return key twice. Any sizing, rotation and 



Like many of the requesters In 
Lightwave, the rendering options screen, 
right, will scare the whatever out of 
many a 3D novice. Don't panic! You can 
Ignore most of the options to begin with. 



* 



positioning information for the object (or light or 
camera) is then stored. During an animation each 
object's position is smoothly interpolated from one 
key frame to the next using spline paths which, 
results in smooth, fluid motion. However, should 
you require more than a simple continuous move 
from A to B to C there are several tweaks you can 
make to set such effects as ease In and ease out 
for the path of each object (or part of a path). The 
Layout key framing system makes It easy to set up 
animations and If you are unhappy with the 
position of an object you just move It and remake 
Its key frame. 

However, there are times when I wish there 
were an option to change the omnipresent 
wireframe views to ones with solid, hidden line 
representations to avoid the confusion of not 
always being able to see just how each object in a 
scene would be obscured by others In front of It. 

At any time during the layout process you can 
make a quick wireframe or bounding box (where 
just a box represents each object) preview of the 
current view to check that the motion is OK and 
then to play the preview back at various frame 
rates of up to 30 frames per second. 

SURFACE EXTENSIONS 

But Layout's versatility doesn't stop there. In fact, 
as powerful as key framing is, setting up an 
animation Is Just the tip of the iceberg as far as 
Layout's features go. Layout Is also the place to 
assign image or texture maps to surfaces (which 
are defined in the Modeler) and modify the colour, 
glossiness, reflection and other attributes of a 
surface. There are several different kinds of 
mapping technique available and several ways of 
wrapping Images on to objects - including planar, 
cubic, cylindrical, spherical and displacement 
mapping - as well as bump, reflection and other 
types of texture mapping. 

One gripe I do have is that the Lightwave 3D 
texturing techniques don't Include nearly enough 
procedural (algorithmic) textures. As a result most 
of the textures that you might need you first have 
to Import as bitmaps: either from grabs or scans, 
paint software or from texture programs such as 
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Left: both depth of field 
and motion blurring are In 
use here. The former 
brings only certain 
regions of an Image into 
focus, while the latter 
adds realistic blurry 
edges to moving objects. 
Motion blurring is 
particularly useful tor 
producing convincing 
animations of fast- 
moving objects. 



wnar Kicnara 
Baguley thinks of 
LightWave 



Richard Baguley is the Amiga Shopper editor 
and a long-time Imagine user. 

Lightwave is certainly an extremely easy to use 
program. II is very easy to produce some 
absolutely stunning results. It's especially 
suitable for somebody with a photographic or 
film background (like me), because the layout 
editor works in a similar way to a photographic 
studio. However, unlike when you use a studio, 
with LlghiWave you don't have to pay somebody 
to lug your equipment around for you and the 
models are cheaper as well. 

At first, I found moving and rotating objects 
a little confusing (as the direction 15 
determined by which mouse button you press), 
but you overcome this initial disorientation 
fairly quickly. 

The Modeler Is similar to the Layout editor 
- initially confusing but incredibly powerful. It's 
obvious that this program has been the result 
of several years ol evolution. It is also clear 
that the programmers have followed 
suggestions from the right people - the 
professionals who create some of the stunning 
animations that you will have seen on TV 
recently in programs such as Babylon 5 and 
seaQuest DSV. 

However, I was somewhat perturbed to see 
that the program was not yet completely stable 
It crashed out on me several times and I 
suspect that this was to do with memory 
problems as I was working with large objects in 
high resolution modes at the time. 

However, this isn't really an excuse - I 
would much rather it came up with a message 
telling me: not enough memory' than jusi 
carrying on regardless. 

I must admit that I was also a bit 
disappointed with the manual. Although the 
ease of use of a program such as Lightwave 
means that you shouldn't need to consult the 
manual that often. I would have preferred to 
see more information on some of the more 
complex modelling tools in the program. 
However, that being said, there are some good 
tutorials in the manual. 

The addition of a video does help matters, 
but this doesn't cover the Modeler, which really 
Is a great pity. 



"It's especially 

suitable for 

somebody with a 

photographic or 

film background 

(like me)." 
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What R Shamms 
Mortier thinks of 
LightWave 



Left: taking a leal from 
seaQuest DSVs book I 
constructed this 
underwater scene using 
lens flares and fog settings 



LightWave 3.5 is the most Amig., I 

version ol the Toaster modelling and animation 

software that NewTek has ever prody i 

The new version takes advantage ol Uv 
super viewing capacities ol HAM8 resolution 
screens hut not only as a token addition you 
can actually see the results o( your modi 
on a ii, lie' \C,A screen in what looks like a 24 
bit representation As for 24 bit work, if you are 
lucky enough to own a Picasso ho. mi 
see the rendering in real 24bll Why they 
support only the Picasso and not the Retina or 
OpalViston hardware, only NewTek knows. I 

I it was retargetable even beyond its 
present limits, but this Is 8 go At last 

NewTek is on record in the docs as actually 
inviting third party development instead ol 
legally discouraging tt. 

Hooray! At last there are SlWei buttons for 
numeric data. I have always disliked having to 
change data by typing it in. You can leave that 
to the Lotus folks. The Amiga is a visually 
manipulatahle environment, and should be 
written (or as such 

I confess that I'm a sucket (Ol lens ii 
and that I have been ever since they wi 
introduced in LightWave 3.0. I appreciate VtV 
new fade option that allows a light to 
automatically fade as its distance from the 
camera Increases (previously you had to use a 
CSpllne curve to control 

I'm sure that another tlare effect Glow 
behind Objects was added in responsi 10 the 

! Dim because of their 
SeaQuestDSV needs (when lights are added to 
vehicles under water). I really like the fa I thai 
the whole LightWave community can benefit as 
a result ol tins addition. 

I think the cost of the upgrade to Toaster 
owners is a bit steep (about $100.00). After 
all. this is a midcourse correction and the full 
■1.0 software is due out in the autumn Hie A 
soltware will, as I understand it. be a whopping 
wallet banger, so It would have been nice (and 
would have been an appreciated thank you to 
.ill the dedicated Toaster owners) il the cost for 
this were to be somewhere in the $50.00 
range. This Is great software, hOMl 
LightWave users new and old are going to Rip 
over it even more than usual. 

By the way. even wiih my mnioi complaints, 
thanks to LightWave for staying around. 



"The 4.0 software 

will, as I 

understand it, be a 

whopping wallet 

banger." 




Apex Software's Forge/Essence combination. The 
good news is that Apex is actively working on 
porting Its Essence textures for LightWave and that 
these should appear by LightWave 30 v4. Until 
then It's a matter of sticking with the half dozen or 
so textures or using bitmaps. 

If you have seen Babylon V or seaQuest DSV 
you were no doubt Impressed by Lightwave's 
lighting effects. Again, lights are under the 
command of Layout and there's a lot of scope for 
some wicked effects. Including the best lens flaring 
around and three kinds of lights - distant, point 
and spot - each with its own uses. Each light also 
has its own pop-up menu and wide range of 
settings is available for each. Interestingly, many of 
the settings were developed at the request of 
Amblln Imaging to enable realistic underwater 
scenes to be constructed. 

SEE IT IN THE RIGHT LIGHT 

If you wish you can set up each light differently 
and, to save time, you can make spotlights cast 
shadows using a shadow mapping technique which 
can be substantially faster (and often more 
realistic) than ray tracing. Of course, you can 
animate any light and, like objects, you can parent 
a light to any other object to make animation 
easier. Then there are the camera settings, which 
Include such regular features as defining the 
rendered image size (which now includes PAL sizes 
and custom settings to produce Images up to 8000 
pixels square - if you have enough memory!). 

The Camera menu also includes settings for 
antialiasing (off. low, medium and high) and other 
aids such as adaptive sampling, aspect ratio and 
lens settings. It Is here that you decide what quality 
and resolution you need to render at - with 
wireframe, quick and realistic rendering settings all 
available - and options to trace shadows and so 
on. But don't worry if it sounds complex, it isn't, 
and you'll easily get the hang of which settings you 
need to make In the Camera menu. 

Once everything is set It's render time and 
there are more choices for you to make. Do you 
want to save each image as a 24-bit or Targa 
format file? No problem. Would you like to make a 
colour animation as well? Then do It - from a 



choice of six-bit or eight-bit HAM (for AGA Amigas). 
If you have the right video equipment and Interface 
you can even record frames direct to single-frame 
VCRs and digital disk recorders such as the DPS 
PAR, as well as top end broadcast devices such as 
the Abekas digital recorders. 

WHEN IT GETS COMPLEX 

Rendering can take a while depending on the 
complexity of the scene; the number of lights and 
their attributes and the resolution and antialiasing 
settings in use (saving frames can eat hard drive 
space like there's no tomorrow). But no-one 
promised that 3D animation would be easy and 
cheap - even though Lightwave 3D runs on almost 
any suitably-equipped Amiga. If you don't have an 
accelerated Amiga (and a fast one at that) be 
prepared to wait a long time for quality results. This 
isn't the fault of LightWave which goes as fast as it 
can under the circumstances. A Ferrari body fitted 
with a 50cc engine won't give Ferrari performance 
and neither will a low-performance basic Amiga 
compared with a 40MHz 68040-based model. 
You can save all the Information about the 



CROSS-PLATFORM 
FUTURES 

For the future. NewTek has announced that It 
will be releasing PC, DEC Alpha and SGI 
versions of UghtWave 3D, with the SGI version 
predicted to retail at under $1000. This will 
certainly put the cat among the pigeons as far 
as expensive 3D software such as Softimage 
and WaveFront are concerned. And with the PC 
version likely to cost substantially less than the 
current leader 3DStudio, NewTek could well 
make serious Inroads into 3D markets on these 
other platforms. But who can blame them for 
diversifying? After all, the future of the Amiga 
remains infuriatlngly unclear and for NewTek (or 
any other serious developer) to remain hitched 
to a possibly soon-to-be-extinct machine Just 
doesn't make good business sense. 
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A free watch worth £35.99* 

with every AC colour printer 

bought before 

30th November 1994. 




THERE'S NEVER BEEN A BETTER 
TIME TO BUY AN ABC PRINTER. 



Now is definitely the time to get your hands on the new, 
easy-to-use Citizen ABC Colour Printer. That's because 
we're giving away a "Life"' watch absolutely free with every 
one. But hurry! Time's running out. The offer ends on 
30th November 1994. 

The ABC delivers outstanding 
colour graphics and crisp clear type. 
And with its EasyStart software setting 
it up is quick and easy. It's totally Amiga 



CITIZEN 

COLOUR PRINTERS 



compatible and can handle virtually any paper including 
cut sheets, labels, multi-part stationery and envelopes. So 
now you can get a superb colour printer at an incredible 
price and still be left with time on your hands. Don't waste 
another second, buy a colour ABC and send off for your 
free watch today. 

For full details of the offer and to 
find your nearest Authorised Citizer 
Dealer call 0800 31 77 62. 



The ABC is also available from Allders. Argos, Best Buys. Cargo Club, Centrex, Costco, Fona. John Lewis Partnership, Office World. PC World, Rumbelows. Silica. Tandy, 
tlife by ADEC Watches and Citizen Printers are registered trademarks of The Citizen Watch Co of Japan *RRP f 35.99 Amiga is a trademark of Commodore Business Machines 
Full written details of this promotion are available by sending an S.A.E. to Citizen ABC promotion, Citizen House, Waterside Drive. Langley Business Park. Langley Berks. SL3 6EZ. 
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Craig Collins is a noted 3D animator who has 
produced a wide range of animations which 
have been released into the Public Domain. 
Craig also produced last month's excellent 
cover using Imagine, which he has been using 
for several years. 

Making the leap from one 3D package to 
another is not a simple matter. I have used 
Imagine for years and I'm comfortable with lis 
interface. Learning a new 3D program was not 
something I was looking forward to. 

However. I found that the Lightwave 
manual was light years ahead of the Imagine 
handbook and that It was an easy read. This 
helped me enormously. 

Lightwave has two main editors 

• Layout, and 

• Modeler. 

Imagine had six so automatically there is 
less Jumping around. Lightwave also gives you 
information in big sub menus so there is not so 
much running around to find a parameter that 
you want to alter. 

In Layout everything is easy to use and 
most of the functions will be easily understood 
by a typical Imagine user. The only weakness 
that I could detect was in the texture sub menu 
of surfaces. There are few in built textures 
compared to the 100+ which are included with 
Imagine. This means you have to rely on 
memory hogging image maps. 

The bones in Lightwave are much easier to 
use than those in Imagine. They enabled me to 
control and animate contiguous objects with a 
great degree of control over orientation, scaling 
and movement. Clip maps also help lo cut 
down on modelling work, Creating a tree or a 
fancy font Is a breeze with the bonus of a low 
polygon count. 

The second editor in Lightwave is Modeler, 
which Is extremely straightforward to use. 
Imagine users will Immediately feel at home 
here. The feature I liked best was the fast and 
accurate slicing tools Imagine is very buggy and 
slow in this respect. 

I have also had fun with spline patching. 
Wiih Imagine I wouldn't have liked to attempt 
to build an object such as a dinosaur because 
of the curves involved. However with Modeler. I 
have almost finished making a raptor with 
spline patches, which are very fast and easy. 

Overall Lightwave comes highly 
recommended and Is now my number 1 3D 
package. No more Imagine for me! 



lightwave 

comes highly 

recommended/ 7 



LENS FLARES, BLUR, 
DEPTH OF FIELD... 

Lightwave was the first Amiga 3D program to 
incorporate lens flares (which emulate the 
accidental lighting effects caused by camera 
lenses). There are quite a number of mix and 
match flare styles available, and a lot of control 
over them. Lightwave's lens flares are far more 
convincing than Imagine 3.0's half-hearted 
attempt. Unlike Imagine, Lightwave 3D can do 
motion blurring to produce more convincing 
movement and (like Imagine) Lightwave's camera 
can have depth of field set so as to determine just 
where an image becomes in and out of focus. 




The Lightwave lens flares are really second to none 
and there are quite an astonishingly large number 
of options to control them. 



current scene as a scene file for later recall and 
you can selectively replace objects as and when 
necessary. For instance, if you had a complex 
space fighter scene using large, detailed objects it 
Is easier to get the motion right using simple 
shapes - even just blocks - and then swap the 
blocks for the real objects later. Replace allows you 
to do just this. By using the Scene Overview, you 
can tell Layout which objects and lights to display, 
helping to keep on-screen clutter to a minimum. 

IT ALL HANGS TOGETHER 

Lightwave had bones long before Imagine 3 had 

them and the Lightwave bones have always been a 

lot easier to set up. In most cases it's simply a 

matter of making a bone (by clicking a few 

requesters), scaling it and then 

attaching it to the relevant point of 

your object. Then, over subsequent 

key frames, you shift the bones and 

the object distorts to follow them. 

It's important that the objects 

surfaces are subdivided reasonably 

Into small triangular faces otherwise 

the object's flexing won't be as 

smooth as it should be. So get those 

anglepoise lamps out ready for your 

own remake of that classic computer 

animation 'Luxo Jnr'. 

So what else is there to Layout? 
Quite a lot actually! Many of the 
user-definable parameters also have 
'envelope' settings which enable 
them to be sculpted over time, for 
example during an animation. If you want to fade a 
light down over 20 frames or zoom the camera in, 
for instance, do It with an envelope. It's easyl. 

What about fog, backgrounds, motion blurring, 
alpha channel rendering, object dissolve, clip 
mapping, sequenced image mapping, field 
rendering, depth of field settings and ARexx 
macros? Well, they are all here, together with lots 
more. The collision detection routines are missing 
but otherwise Layout includes almost everything a 
computer animator needs except comprehensive 
24-bit display card support. However, even this is 
said to be coming as each manufacturer prepares 
drivers for their cards. For now, though. Layout only 
supports the Picasso II card directly, but there are 
ways around this. 

What else can I say? Layout is the easiest way 
to animate on an Amiga. Period. 

HAND IT TO MODELER 

No, It's not a spelling mistake. That's how they 
spell modeler in the US of A and since Lightwave 
3D is an American program that's how I'll spell It 




here. Modeler is the Lightwave props and 
construction department where all the objects 
which are to be used in a scene are prepared or 
modified. If you are an Imagine or Real3D user be 
prepared for a change of perspective - Modeler has 
its own way of doing things - and if you are like me 
you might have a hard time getting to grips with the 
Modeler approach to building objects. 

Modeler takes the ubiquitous 'Tri-View' 
approach which so many 3D programs use. but it 
takes it several steps further because it also has 
several 'layers', each of which can be used to 
model separate objects (or parts of complex 
objects) before the whole object is saved out. 

Modeler is packed with modelling tools and 
gizmos for making just about anything you can 
imagine. The trouble is that the 
tutorials in the manual hardly get 
involved in the hows and whys of 
sculpting objects with Modeler - at 
least not beyond a few fairly simple 
objects and concepts. It's really 
frustrating be able to read the 
technical descriptions of how the 
various tools work but then have to 
work out which ones you need to 
use to make an object. 

There are the usual primitive 
objects (ball, disk, cube, for 
example), a freehand drawing 
mode for making curved edges and 
you can add all the usual stuff. Yet 
since I have been using Modeler I 
have spent long periods trying to 
work out how to make an object before giving up 
and returning to Imagine to build it there. I can't 
pinpoint why I have these problems with Modeler. 
Perhaps I find its concepts confusing and the lack 
of tutorial information doesn't help. Still, there's 
undoubted power here and in the hands of a 3D 
alchemist Modeler can certainly do the business. 

If it's 3D text that you want, however. In 
Modeler it couldn't be simpler. Import a Postscript 
font and turn It into bevelled 3D text in minutes. To 
cut shaped holes In an object (or a number of 
variations on this theme) create your base object 
then make the shapes to cut the holes before 
using one of Modeler's Boolean operators. 

MEET METAPORM 

Perhaps the best new tool (which, incidentally, is 
making its debut in Lightwave 3.5) Is Metaform. 
This lets you take a basic primitive-like shape and 
subdivide and sculpt it into a new. smooth-looking 
object. Jaw-dropping reports from the US speak of 
car bodies being rapidly carved from rectangular 
blocks by this method, but I wasn't able to copy 
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THE GOOD, THE BAD AND UGLY 




For the Impatient and the 


the Picasso II. Non-AGA owners 


thorough documentation means 




magazine rack browsers here is 


will also suffer in that the 


that this vital aspect of 




a summary of the major 


colour preview of each 


Lightwave 3D appears to be 




achievements (and also the 


rendered frame is only In HAM 


the weakest part of the 




under-achlevements) of 


at best. 


package - especially if you are 




Lightwave 3D. 


Also, the actual rendering 


a brand-new user. 




LAYOUT -This is where the 


screen is still only NTSC-sized, 


MANUALS - Behind their 




actual animations are 


so until a frame Is fully 


stylish design the Lightwave 




choreographed and rendered. 


rendered it's impossible to see 


manuals are not that great, 




Lights, camera, action is the 


whether it is framed correctly or 


actually. The contents of the 




name of the game and Layout 


not. Also, saving 24-bit RGB 


main manual have been lifted 




mostly works extremely well. 


Images seems to take a long 


directly from the full Video 




With its ease of use and great 


time compared to, say, 


Toaster 3.1 documentation (no 




features like bones, spline 


OpalPaint. Why? 


real worries there) but no-one 




paths, a variety of mapping 


MODELER - From its early days 


has thought to update the 




techniques, multiple lighting 


as the modeler for Videoscape 


subject index. This means that 




styles and range of other 


3D I've always had problems 


it sometimes turns out that a 




options. Layout is probably the 


with Modeler. The latest 


particular subject isn't on the 




most powerful 3D animation 


version is no exception, though 


page the index says It Is. 




interface around, and. like 


1 think that I've probably 


Additionally, the tutorials 




Modeler, it has full ARexx 


become biased because of my 


for Modeler are very poor and 1 




support. 


long-term familiarity with 


became frustrated that 1 had a 




Layout can also load 


Imagine's modeler. Because of 


hard time understanding all the 




objects In a variety of external 


the lack of tutorials for Modeler 


concepts that were necessary 




formats, including AutoCAD 


I'm still left with a lack of 


to build anything but the 




DXF. 3DStudiO. Sculpt3D. 


confidence In my abilities to 


simplest objects. The inclusion 




WaveFront and Swivel, though 


model successfully with It. 


of a tutorial videotape In the 




Imagine format objects still 


though It's obvious that great 


package Is great, but I'd have 




aren't directly supported. There 


objects can be produced by 


preferred one with more on 




are a few snags, however: the 


those who have had plenty of 


Lightwave's Modeler, rather 




24-bit display support Isn't 


practise. 


than Layout, because this Is 




what it should be and the only 


Modeler has quite a high 


the most under-informed area 




directly supported card so far is 


learning curve and the lack of 


of the current Lightwave 3D. 





this myself due to the cursory mention that 
Metaform gets in the Modeler documents. 

Modeler also has spline patches, the usual 
lathe, deform, modification and extrude tools (plus 
unusual variations), several drilling tools in addition 
to the Boolean operator, as well as many other 
useful-looking tools which add up to a very flexible 
modeler (if you can work out how to use 
everything). However, perhaps the best thing about 
Lightwave 3D, is that it can use multiple-sided 
single plane polygons, rather than the triangular 
polygons often used in other software (Real3D 
excepted) with the result that large fiat faces look 
smooth and flat when rendered. 

As I said. I'm still getting to grips with Modeler 



but that shouldn't be barrier to your using it - a lot 
of folk already do and successfully so. Just be 
prepared to forget some of your previous 3D 
knowledge or, if you're new to 3D, get ready for a 
learning experience! 

REQUIREMENTS 

Any Amiga (except the A1000) with at least 8Mb of 
RAM and a large (at least 120Mb hard drive, say). 
Recommend extras are a 24-bit display card and 
an accelerator with FPU. A DPS PAR or single-frame 
capable VCR and controller would also be useful if 
you are seriously into 3D animation production. CD 
Gary Whlteley can be e-mailed as 
drgaz@clx.compulink.co.uk 




WHAT 

Lightwave 3D - £499 

WHO 

NewTek Incorporated 

WHERE 

Silica Systems ~ 081 308 0888 



CHECKOUT 

LightWave 

Documentation 86% 

Two bound documents are provided, one being culled 
from the original Toaster manual for release 3.1. (he 
other being an addendum for this version. 3.5. The 
indexing is inaccurate while the manuals contain both 
typos and omissions and the Modeler tutorials are 
rather poor. Yes, It's better than nothing, but it's really 
not up to scratch at this price. 

Features 95% 

There are loads of great features, though I wish that 
more algorithmic surface tertures had been Included. 

Ease Of Use 88% 

Layout is great and setting up animations is pretty easy 
- certainly better than the competition - but Modeler 
could do with some improvement, particularly with 
regard to its documentation. 

Price 80% 

Knock £150 off and UghtWave 3D would be an 
excellent buy. As it stands, however, I think It is pnced 
rather too highly to appeal to the mass market which 
NewTek seems to be courting. 

Overall 89% 

UghtWave 3D Is an excellent 
program, but It Is let down by Its 
overpricing and rather lacklustre 
documentation. The Inclusion of a 
tutorial video for Layout Is a great 
Idea, but It Is the modelling side 
which really needs addressing - In 
both tutorials as well as In an 
Improved manual. But after using It 
side by side with Imagine 3 1 know 
which one I prefer! 




THEM BONES, THEM DRY BONES... 



In comparison with Imagine's bones (which are 
very fiddly to set up) the Lightwave bones are a 
cinch to use. It's pretty much a process of pick 
your objects (which should be reasonably well 
subdivided into triangular faces), make the bones, 



and size, position and rotate them across several 
keyframes and you're in business... 

The illustrations, below, show a desk lamp 
being manipulated by bones. It took me about five 
minutes to set it up. 



Producing realistic llmb-IIke (and other) 
movement, above. Is easy using 
UghtWave's bones. Clip bones to an object, 
move and rotate them over a series of 
keyframes and, hey prestol, a living object. 
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Blizzard 

You wait several years 
far A4000 accelerator 
cards to arrive and then 
several turn up and 
once. John Kennedy 
sticks out his thumb and 
flags down the latest. 



Like many Amiga owners I sometimes need 
to question myself over the 'more money 
than sense' scenario with regard to Amiga 
hardware. For reasons which seemed good at the 
time, I bought an A4000/030 rather than an 
A1200. However, although the extra expansion 
slots have been extremely useful to me (as has 
the easy disk drive fitting), the growing number of 
exceptionally fast A1200 speed-up cards has 
proved to be an irritation. 



Syslnfo Is a quick and cheerful way of getting 
MIPS and MFLOPS ratings. We also rendered 
the same Image using the three cards and noted 
the time required In seconds. 

SYSINFO & 
RAYTRACING TESTS 



■ W..» l-.m. C03WK.I 

■ •llo.-dMMTwh.OOIWbJ 
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MIPS MFLOPS Imagine 
Render 
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The Amiga Intuition Based Benchmark program 
tests as many aspects of an Amiga system as 
possible. The Blizzard Is good, but look how a 
33Mlu Warp Engine overshadows ft 



AIBB Test 


■ CMHfai »I030 (HMHi) 
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Integer Graphics Floating Paint 
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Trying to speed up the 25MHz 68030 present In 
the A4000/030 used to be a tricky business. Many 
promised accelerator cards (Photon and Hellfire 
from Software Demon spring to mind) didn't 
appear. I was starting to wonder if perhaps - from 
a ray tracing point of view at least - I had made a 
mistake and should have bought an A1200. 

Of course, all things come to he who waits 
(except it would seem A4000 on-site maintenance) 
and as regular readers know there are now two jolly 
fast 68040-based accelerators to choose from (the 
GVP G- Force and the MacroSystems Warp Engine). 
Both are extremely advanced pieces of kit. but 
even the cheapest starts at £600. 

Prepare yourself for the Blizzard. The name is 
synonymous with excellent A1200 expansion cards 
3nd it's possibly the saviour of A4000/030 owners 
everywhere. Not only have the fine folk at Phase 5 
developed a stonkingly fast 50Mhz 68030 system, 
but they have also done it for a bargain price: less 
than many similarly priced A1200 cards. 

Physically, the Blizzard card looks almost 
identical in size and shape to the original 
Commodore card and fitting gets easier the more 
you are prepared to disassemble your computer. 

The first time I removed the processor card 
from my A4000 I needed to strip the machine bare: 
hard drives, floppy bay, front panel, daughterboard 
- I removed them all. Now I can fit a new processor 
card simply by removing the top lid. Some A4000s 
have jumpers which need to be set. but even doing 
this only takes seconds. 

Switch the power back on and everything is as 
it was. You don't need any software: this is real 
'plug and play' technology. If for some bizarre 
reason you need to slow the card down, small 
jumpers are present to disable the MMU and 
internal processor memory caches. 

You might wonder why there is no option to fit 
memory directly on to the Blizzard card In the same 
way as with the Warp Engine and GVP 68040 
cards. The answer is simple: the A4000 was 
originally designed with the 68030 in mind and you 
wouldn't gain much by moving the memory closer 
to the processor. It would have been possible to 
build a standard memory expansion onto the card 
and add a few SIMM slots, but the extra cost would 
not have made it worthwhile. 

In fact, the only complaints I have about the 
Blizzard are confined to the Floating Point Unit. 
There is only an option for a 50Mhz FPU chip which 
is rather expensive and not particularly speedy 
when compared to even a 25Mhz 68040 (see the 
performance graphs, left). You can't fit a chip of a 
different speed and the FPU socket is a Pin Gate 
Array type which means you can discard any FPUs 
fitted to the original Commodore card as they are 
PLCC (plastic leadless chip carrier) style. 

BLIZZARD STORMS IN 

In conclusion, for A4000/030 owners looking for a 
way of shutting up all those big-headed A1200 
owners with fast 68030s fitted, the Blizzard is a 
godsend. The full 68030 on the board contains an 
MMU which makes all kinds of Kickstart 
remapping, virtual memory and program debugging 
possible and the FPU cuts rendering times 
considerably over any fitted to the original card. 

When considering upgrading you need to weigh 
the price against the next cheapest system: the 
28Mhz Warp Engine, which is much faster, more 
expandable and also includes a memory expansion 
and SCSI2 interface on the same card. A tricky 
choice. Perhaps the MIPS rating and ray tracing 
performance times will help you decide. G9 



68030 VS 68040 

The 68030 fitted to the Blizzard runs at a nippy 
50MHz but it still can't get close to a 25MHz 
68040. This is due to the much improved 
design of the 68040 which has more than two 
million microscopic transistors. A 25Mhz 68040 
manages 25 MIPS (millions of instructions per 
second) when a 25Mhz 68030 does four to five. 

The 68040 also has a built-in 68882 maths 
co-processor (FPU) and even though some 
Floating Point instructions need to be emulated 
in the software, it still runs faster than an 
68030 and a full 68882. The 25MHz 68040 
does 6.5 MROPS (millions of floating point 
operations per second) while a 25Mhz 68882 
only manages one-tenth of that. 

The 68040 has larger high-speed internal 
memory caches and improved memory access, 
but It is also a power greedy and very hot 
running chip: the main reason there are no 
A1200 versions.The forthcoming 68060 (the 
68050 was dropped) will run much cooler and 
much faster. When Amiga cards appear using 
this, prepare for the Doom-type arguments to 
swing rapidly in the other direction. 



CHEAP 040? 

White Knight have a limited stock of original 
Commodore 68040 cards which they have 
taken as part exchange from customers 
upgrading to Warp Engines and GVPs. These 
cards are fully tested and cost £539 each. 
Contact White Knight for more details. 




WHAT 

A4000 accelerator £259 
without FPU £369 with 50MHz 
68882 FPU 

WHO 

Phase 5 

WHERE 

White Knight Technology 

« 0992 714539 



CHECKOUT 

Buzzard 

Speed 70% 

Faster than the original card, but no matter how fast 
the 68030 Is. it's no match for a 68040. 

Expandability 50% 

A 50Mhz PGA FPU Is all that can be added. No memory, 
or FPUs of different speeds or PLCC fittings. 

Documentation 80% 

Short and sweet. A disk of MMU utilities would have 
been useful. 

Value 80% 

For a such a neat card, the price is very reasonable. 
But think ahead... 

Overall rating 75% 

The cheapest A4000 accelerator card 
available but can you afford to settle 
for this degree of improvement? 
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One of the 

scenes included 

in the collection 

Is this distinctly 

2001-csquc .mim.ition. 

though you will need n bin 

machine to render it... 



•J \ 



Th 



LightWave 

Richard Baguley looks at a new set of 
LightWave add-ons from the 24 bit club. 




ow that you've read the review of 
LightWave you will no doubt be Itching 
to get Into some serious raytraclng-type 
stuff. However, you won't get very far without 
some objects to work with. 

You could, of course, build your own, but one 
of Craig Collins' (the bloke who produced last 
month's stunning cover) ten golden rules of 
raytracing was to use existing objects wherever 
possible. Fortunately, there are a wide variety of 
objects out there, and some of the best Lightwave 
models available are in this collection. 

The 32 objects included in this collection cover 
a variety of subjects, ranging from Apache 
helicopters to Jupiter via space shuttles and 
skeletons. Most of them have been included In the 
20 scenes which come as part of the package, so 
you can quickly see how the objects turn out and 
how they can be used. Some of these scenes are 
extremely good, with some excellent examples of 
how to use Lightwave's powerful modelling and 
animation tools. 

Also included are 63 fonts, ranging from the 
classic Roman font to the ornate Arabian, and 
examples of all of the fonts are shown on the 
single sheet of documentation which accompanies 
the collection. There really isn't a need for any 
more than this, as all of the files that form the 
collection are installed by the installer into the 
appropriate directories in the 3D directory. 

Anyway, enough of the wibble. The images on 
these pages speak for themselves... CQ 




Feeling lost and lonely? Why not build yourself a 
babe? With a little help from UghtWave, of 
course... 




Space - The Final Frontier. These are the voyages 
of the UghtWave Collection, It's ongoing mission 
to boldly go where no raytracer has gone before. 





WHAT 




The UghtWave Collection 1 
£29.95 

WHO 




The 24 bit club 




WHERE 


1 WHO«~.| 


The 24 bit club 
6 Slrska Square 
Floor 1 




Glasgow 
023 5DW 



LightWave Collection 1 

Documentation 75% 

•.' page, but that' 9 < ded. 

Features 80% 

a good collection o> mceUni mode's 

and n .ilttiough a tew IM >ouW 

Be useful 

Ease of use 85% 

oujects already having the surfaces sol up i»ks » (pod 
selection ol scenes. 

Value for money 75% 

It's not Chen I good collection ot some 

extieinety well hunt UghtV. 

Overall 85% 

An excellent selection of well chosen 
models, scenes, fonts and textures. 
It deserves to do well. 
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Through the 

rectangular 

window 




Richard Baguley looks at the, most important 
part of your Amiga setup - your monitor. 



There Is one piece of hardware which you 
will make extensive use of every time you 
use your Amiga. Whether you are DTP-lng, 
raytraclng, or reading your E-Mail, this bit of kit 
will be In constant use, and most people tend to 
forget that It's there. What Is It? The monitor. 

Whether it's a knackered old portable TV or a 
state-of-the-art 21 Inch monster, it fulfils the same 
(unction - showing you what is going on in your 
Amiga, whether it's your latest E-Mail message or 
the latest frame from your epic animation of 
interstellar exploration. 

A monitor is like a window - you aren't going 
to get a good view of the outside world if it's small 
and covered In all sorts of unpleasant gunge, so 
you should think carefully before buying and invest 
in a good cleaner. How much can you afford? Do 
you need speakers? Should you go for a monitor, 
or for a monitor and TV combination? What size of 
screen should you go for? Should you buy a 
multisync? Life Is full of tough decisions, but In 
this feature we'll try and make it a bit easier. 

There are many hundreds of different types of 
monitors out there, so we have decided to change 
the rules a little for this Supertest. Instead of 
reviewing every option, we will be showing you 
what to look out for, and what the various different 




types of monitors are capable (or not capable) of. 

The cheapest (and least flexible) option for 
buying a monitor is to get a single sync monitor 
such as the Philips CM 8833 Mk II or 
Commodore's own 1084S monitor. Although these 
are not as popular as they once were, you can still 
pick them up relatively cheaply or secondhand. As 
you may have guessed from the name, this type of 
monitor is only capable of displaying signals at one 
frequency, which will usually be at around 15.5 
kHz. as this is the frequency output by a standard 
Amiga A500. 

However, more 
recent Amigas have ^^^^^^^^^^^^ 

several new features In 
terms of graphics modes, 
including the likes of 
super-high resolution and 
DoublePal. These new 
modes give you more 
pixels on the screen, but 
they do it by outputting a 
signal with a higher 
frequency, which means 
that a single scan 
monitor will be unable to 
display the signal, and 
will only give you an 
unintelligible mess. 
However, both the Philips 
and the Commodore 
model can also display a — — ^— ^ 
composite signal, so you 

could also use the monitor as a display for a video 
or camcorder. 

The Philips model can also display S-Video 
style signals, although you will need a special lead 
for this. You can switch between the computer and 
other source via a button on the back of the 
machine, so a monitor of this type would be 
suitable If you need that. 

Several companies produce combination 
monitor TVs which can display both the output 
from your Amiga and allow you to watch 
Eastenders, although not at the same time. In 
terms of the picture quality, these are broadly 
similar to the single scan monitors, and may of 
them use the same type of picture tube. 

In response to the new modes that the A1200 
and A4000 can display, Commodore decided to 
bring out two new monitors: The 1940 and 1942. 
These two monitors are dual syncs, which means 



The Microvitec Cubscan 1440 has a very useful 
feature, called Digital Memory Sizing, where the 
machine remembers the various settings 
I vertical size, etc) for different screen modes. 



that they can display signals at two frequencies 
(around 15kHz and 31kHz). This means that these 
monitors can happily cope with signals in both the 
old modes and the new super-high resolution and 
DoublePal modes, although any video signal with 
other frequencies can't be displayed. 

Multisync monitors can. as the name rather 
suggests, display signals at a range of 
frequencies. Exactly what frequencies these are 
varies from monitor to monitor, so you should 
check the exact specifications before you purchase 
a monitor. If you are planning to use it with an AGA 



"tt you are planning on 

investing some money in an 

expensive graphics card, 

men it's definitely worth 

spending the extra on a 

monitor which will allow 

you to use it to its full 

potential/' 



machine, then It needs to 
be able to cope with 
vertical frequencies of 
between 15.5 and 
31kHz. 

If you are planning to 
use it with a 24-bit 
graphics card, you should 
check the specifications 
of the card, as some of 
them (such as the GVP 
EGS Spectrum or the 
Retina III) can output a 
higher resolution image 
at a higher frequency if 
your monitor can cope 
with it. The Spectrum 
card can give you an 
image with a resolution 
— — — — — of up to 1600 by 1280, 
although you will need a 
monitor which can cope with signals of up to 
90kHz to be able to cope with this. 

Many people are attracted by the prospect of 
getting hold of a cheap VGA monitor designed for 
use with a PC and using this with their Amiga. 
After all, given the quite unnervlngly large number 
of PCs out there, these monitors are a significant 
amount cheaper than most Amiga monitors, and 
they can work with the new AGA Amigas. 

VGA monitors are designed to only be able to 
cope with one horizontal frequency, as the 
common or garden PC VGA card can only output 
signals of around 30kHz. The frequency output by 
a typical Amiga Is around 15kHz. but it is possible 
to up this to around 30kHz by using one of the 
new DoublePal screenmodes included in 
Workbench 3 and above, meaning that you could 
use a cheap VGA monitor with an A1200 or 
A4000. However, there are several severe 
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SIGNALLING THE 
CHANGES 

The video signal output by your Amiga is an 
RGB signal, which means thai u is split into 
three parts for tne red. green and blue parts of 
the image. This differs from the signals 
produced by most video recorders, so you can't 
expect to be able to play back your videos 
through most of the monitors mentioned in this 
article, although some of them will have the 
capability to do this. 

Accompanying the RGB signals are two 
more : the Horizontal and Vertical sync signals. 
These two signals control where the monitors 
electron guns point. 

The horizontal one las you might expecti 
controls the horizontal position - it tells the 
monitor when to Skip back to the start of the 
next line. The vertical sync tells the monitor 
when to skip back to the top of Die screen. 



limitations that you should be aware of. 

For instance, you won't be able to play any 
games on your Amiga which boot up from a floppy 
disk. As the Amiga boots by default Into a 
screenmode which runs at 15kHz, all you will 
get with a game like this Is an unintelligible 
mess, which would be quite difficult to play. The 
same goes for any 



program which you boot 
from floppy disk. 

Another part of the 
improvements for 
Workbench 3 Is mode 
promotion, where any 
screen which attempts to 
open a screen which 
would output at 15kHz 
will be forced to use a ^^_^^^^^_^_ 
higher resolution screen. 

However, this only has limited success, as It only 
works with programs which open a screen legally. 

Some serious programs are still somewhat 
naughty about how they open screens, which 
means they may not work with a VGA monitor. It's 
also impossible to use a Genlock with the 
DoublePal screenmodes. as most genlocks can't 



JARGON BUSTING 



cope with the horizontal frequency of the signal. 

If you are lucky enough to own an A3000, 
then you won't have these problems, as the 3000 
has a built-in flicker fixer which doubles the 
frequency without any need for software, so it 
can quite happily display games and the like on a 
VGA monitor. 

SIZE IS IMPORTANT 

Despite what some people may say. size does 
make a difference, especially when it comes to 
monitors. Although a 14 inch monitor may be all 
right for playing games and general fiddling 
around, you'll really need a bigger monitor if you 
are planning to do any serious DTP or ray tracing. 
Although moving up from a 14 to a 15 inch 
monitor may not sound that much, It gives you an 
extra 30 per cent of screen area. 

It's especially important that you get the 
biggest monitor that you can afford if you are 
planning to do a lot of work In high resolution. 
Running a DTP program such as Pro Page or 
PageStream in high resolution mode means that 
you can get more onto the screen, but If you are 
working on a small monitor, you will have problems 
reading the screen. Realistically speaking, the 
maximum resolution you could work with on a 14 
Inch monitor (such as the Philips CM8833) is 
around 640 by 512. You can go higher than 
that, but you stand a good chance of driving 
yourself blind. 

When you start looking at 17 inch monitors 
(such as the Idek MF- 



"Despite what some people 

may say, size does make a 

difference - especially when 

it comes to monitors/' 



8617), you can usually 
work with a resolution of 
up to 1024 by 760. and 
a 21 inch monster 
should allow you to 
work at resolution of up 
to 1600 by 1280. which 
is the maximum you 
are likely to ever be able 
— — ■ i .i to get. 

All of this means that if 

you are planning to do a lot of high res DTP work. 

or Invest in a high spec 24-bit graphics card, you 

would be very well advised to also consider 

investing in a large monitor. 

INTERLACED IN HEAVEN 

Many of the Amigas high resolution screenmodes 



Vertical Sync - the Irequency 
ol the vertical synchronisation 
pulse produced by the 
computer. This signal tells the 
computer when to move the 
electron gun back to (he top of 
the screen. What it basically 
boils down to Is the number of 
frames per second displayed 
on the monitor, 
Horizontal Sync - the 
frequency of the horizontal 
synchronisation pulse which 
tells the monitor to skip back 
to the left hand side of the 
screen to begin a new 
scanime. 

Multisync - a monitor capable 
of displaying video signals with 



a range of frequencies. 
DualSync - a monitor capable 
of displaying a video signal at 
two different frequencies (such 
as the Commodore 1942. 
which can display signals at 15 
and 31 kHz). 

Single Sync - a monitor winrh 
can only display signals at one 
frequency (such as the Philips 
8833 Mk II, which can only 
display signals with a 
horizontal Sync of 15kHz) 
Dot Pitch - the size of the 
phosphor dots on the picture 
tube which form the image. 
The smaller the dots, the 
better the quality of the image, 
especially at high resolutions. 



Composite - a type of video 
signal where all of the video 
information is combined into a 
single signal. As expected, this 
means the quality is lower than 
both S-Video and RGB. 
S- Video - a type of video 
signal used on SVHS and Hi 8 

recorders, the video 
signal is transmitted as two 
parts (chrominance and 
luminance). 

RGB - a type of video signal 
where the image is separated 
into three separate signals for 
the red. green and blue parte 
of the image. In fact, each of 
these signals is basically a 
composite signal. 




use a process called interlacing, where the vertical 
resolution is doubled by diving the screen Into two 
parts. The two parts are sent in alternate video 
frames, and the fact that the phosphor dots on a 
monitor take a short amount of time to fade gives 
the Impression of a single image. This is the way 
that TV images are transmitted, and the ability to 
send a video signal in this fashion has always 
been one of the things that as made the Amiga 
popular in video circles. However, there Is a 
downside to this: interlaced screen modes flicker, 
and extended use can cause eye strain and 
eventual death. 

There are two ways of getting around this 
Irritating flicker: using the DblPAL screenmode or 
getting hold of a flicker flixer. The DblPAL 
screenmode works by doubling the vertical 
frequency, so the entire frame is transmitted in 
one go. Although this works fine with Workbench or 
any program which uses the workbench display 
database, it won't work with any badly written 
software or games, as these don't open their 
screens through the operating system. If you 
want to play games on a monitor which can't cope 
with a 15kHz signal, you'll need to invest In some 
extra hardware. 

A flicker fixer is a device which doubles the 
frequency of the signal without altering the 
resolution of the screen. This means that you can 
both use interlaced screens without driving 
yourself blind and play games on a monitor which 
can't cope with the normal Amiga screenmodes. 
there are a variety of Flicker fixers available for the 
A500 and A2000, and these should be available 
from some dealers. A3000 owners already have a 
flicker fixer, as this was built into the machine by 
Commodore. Unfortunately, there are no models 
suitable for the A1200 and A4000. Commodore 
were working on their own design, but this was 
shelved (along with a lot of other things) when 
Commodore International went into liquidation. 

Choosing a monitor is rather like buying a car 
- if you buy a mini, don't be surprised when It 
can't tow your caravan. Before buying, you should 
decide what you are planning to do with it. and 
how It will fit into your Amiga setup. If you are 
planning on Investing some money in an expensive 
graphics card, then it's definitely worth spending 
the extra on a monitor which will allow you to use 
It to its full potential. 03 
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The World of Amiga 

Welcome to The World of Amiga - a whole show in itself, this is the 
place where you'll be able to see everything that's new and exciting 
for the Amiga, still Britain's liveliest home computer. Developments 
in CD-ROM, FMV, graphics, games and more will be there for you J 
to see and try, and you can buy the biggest Amiga bargains too! / 
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Amiga Theatre 

The Amiga Theatre will be the focus for all things 
Amiga: run by Amiga Format editor Steve Jarratt, with 
contributions from the eds of Amiga Power and Amiga 
Shopper. It will be the place where you can meet and 
quiz the experts such as magazine writers, software 
developers, technical gurus, and the people who are 
deciding the future of the Amiga. You'll be able to 
learn, take part, ask questions - get involved! 



The Future Music Feature 

Come to The Future Music Feature - discover the amazing world of modern 
music, and find out how you can make music for yourself without having to 
spend a fortune or take years learning to play. Music is one of the most 
exciting areas of computer use, but so few people get involved: we can • 
show you how! And if you're a musician already, we'll have all the most 
exciting new kit lined up for you to try, and lots of experts on hand to 1 

help you explore new ideas! *• 



Theatres 



Future Music 



Earls Court 2, 
London 

26th-30th 

October 




CD-ROM Today Area 

Don't miss the CD-ROM Today 
Area, where you'll be able to see 
, I everything that's new on 
\ compact disc - currently the 
\ most exciting area of leisure 
\ computing. See and try the 
latest games, edutainment and 
' multimedia products on disc, 
perhaps buy a CD-ROM drive 
or multimedia expansion for your computer 
from the many dealers at the Show and get a taste of 

the future with MPEG, FMV and more. 
Co-sponsored by OPUS. 

t OPUS technology 






Earls Court 2 

26 th - 30 ,h October 1994 
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Entertainment 
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CD-Rom o Amiga o PC o CD-i o Consoles 





See the future! 

i^— ^— The next generation in interactive entertainment and 
leisure computing revealed 

Get more from 
your machine! 

i^— Theatres, seminars, demonstrations, discussions, 
advice from the experts 

Try it yourself! 

■ Test drive ail the latest hardware and 
software releases 

Pick up a bargain! 

— ^— Shop around and save money at the many dealer stands 

Tickets on the door £7, in advance £6. 

Save time and money - book now! 

Ring our hotline number: 0369 4235 
or fill in this coupon: 




Please reserve the following tickets for me: 
Advance booking £6 each 



Number required I I Ticket Total £_ 

Save 50p - pay £1.50 now and reserve your 
showguide for collection on the door. 
Please tick box 

if required I — I Grand Total £ 



Method of payment: (please tick) 

J Cheque (payable to Future Entertainment Show) 
I — I Access I I Postal Order L_] Visa 

Credit card number: 

□□□□DDDDDDDaDDDn 

Expiry date: DDDD 

The FlltlirP Fntertainrnpnt Shnw Pfl Rnv Q flunnnn A.r.,,11 on o? una 



1 — 1 Please tick here If you do not wish to receive direct 
mail from other companies 

Name 


Address 




Postcode 






Date 


/ /94 




Tel 


Signature 



Please note thai the tickets will be sent lo you eight weeks before the 
Show. Please return this form and your payment to Ihe address below 
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The page preview gives you a pretty good Idea of what the page 
will look like when you want to print It out. It's quick as well. 



Pretext can analyse your text In 
a number of ways Including 
counting the number of times a 
word appears and calculating 
the average sentence length . 



Pro text 6.5 

This word processor became a classic. Richard 
Baguley finds out if the reputation holds good 

a • * ay back In Issue 39 (Julv 1994). we Droeram. as thev can be more trouble than thev are 



Way back In Issue 39 (July 1994 
ran one of our comprehensive 
separatists on word processors. The 
outcome astonished some of you. Final Writer 
came first (no surprises there) but the second 
place was taken by one of the veterans of the 
word processing scene: Pretext 6. 

This program began life on the venerable 
Amstrad PCW. and has long been the favourite of 
Amiga wordsmiths. It has shunned the flashy world 
of What You See Is What you Get (WYSIWYG) for a 
simple but extremely easy-to-use interface 
designed for dealing with words. No fancy text 
effects, limited graphics support but text handling 
that is second to none. 

I'm pleased to report that this new version of 
Pretext carries on in this fine tradition despite the 
addition of several enhancements and fixes. 

The new additions include a print preview, 
which is Intended to give you an idea of what the 
document will look like when printed including any 
graphics which you may have incorporated into the 
document. This does a pretty 
good job. but it isn't (and 
doesn't claim to be) a full 
WYSIWYG system. 

There is an auto-correct 
function, which when 
enabled tries to correct any 
errors you make as you type. 
When you finish typing a 
word you press space and 
Pretext looks for that word in 
a directory of common 
mistakes. If it finds it. It 
corrects the word, 
automatically . 

Pretext 6.5 can also deal 
with capitalisation ,so if you forget to put a capital 
letter at the start of a sentence, it corrects that, 
too. The words it tries to correct are held in a 
special dictionary, which can be edited from within 
the program. Fortunately, both of these can be 
turned on or off as you wish in the configuration 
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program, as they can be more trouble than they are 
worth. However, most of the time they are 
extremely useful and are best left on. You can also 
choose to have words spell checked as you type, 
but, again, this is down to individual preference. 

The graphics handling has also been improved, 
and it is possible to view a graphics file you want to 
incorporate into a document, even if it only appears 
in the body of the text as a command line. 

CONFIGURE IT OUT 

One area in which Pretext has always been 
extremely strong is configurability, thanks to both 
its ability to record macros (a series of key presses 
which can be replayed on demand) and its own 
programming language. The combination of these 
means that Pretext can automatically do more or 
less any task which involves processing text - as 
long as you can write the necessary program. 

You can also issue any of these commands 
through the programs ARexx port, so you could 
easily write an ARexx program to carry out your 

— ■ task. Only a couple of small 
BaBmH^I changes have been made to 
this version - the result of 
the addition of a few new 
commands. 

My only real gripe with 
Pretext is its non standard 
printer drivers. Although it 
comes with an extremely 
good selection of drivers 
(more than 150) it does not 
use the workbench printer 
driver, but instead talks 
directly to the printer. I really 
can't see why this is. This is 
not only a bit naughty in 



The Protext spell checker contains 110,000 
words. However, you can get shorter 
checkers which speed up the process. 

programming terms, but it also means that if you 
have a printer on a network or an unusual printer, 
you are not going to be able to use it. 

Protext also has extremely good support for 
converting text into other formats, thanks to its 
Convert program. This can read in various formats 




WHAT 

Protext 6.5 

35.25 (Upgrade from Version 6) 

47.00 (5.5) 

65.32 (4.3 or below) 99 

WHO 

Amor 

WHERE 

Amor tt 0733 68909 



(including Rich Text Format and Wordstar). Support 
for some of the popular PC word processors such 
as Ami Pro or Microsoft Word would have been 
nice, but most word processors should be able to 
read either straight ASCII text or Rich Text Format 
without any problems. 

There are also certain other quirks of the 
program, such as the fact that you can't go from 
the start of one line to the end of the previous one 
by moving the cursor backwards. If you try this it 
Just sticks against the start of the line in a most 
irritating fashion. Still, this is the sort of thing that 
you would get used to pretty quickly, so I don't 
think it's a real problem. 

Whether Protext will suit you really depends on 
exactly what you want to do with it. If you want a 
word processor to do primitive DTP (such as laying 
out reports, making newsletters, etcetera), then get 
hold of Final Writer or Workhorse, because both of 
these have extremely powerful tools for laying out 
text and adding graphics. 

THE SHOPPER CHOICE 

If you want to deal purely with large amounts of 
text, however, then Protext is ideal. For instance, 
when we write reviews such as this, the text and 
graphics are only brought together when Nick (the 
Art Editor) lays the pages out on his flash Mac. 
Until then, the text and graphics are separate, so a 
program such as Protext is just the job. In fact. I 
use Protext for quite a lot of my writing In Amiga 
Shopper, including compiling this review. 
Need I say more? © 



CHECKOUT 

Protext 6.5 

Documentation 80% 

Two manuals give you the full lowdown on the program 
and provide all the details you should need on the 
command language. 

Ease of Use 90% 

By and large. It's extremely easy to get Into, although It 
does have Its quirks. 

Features 93% 

Practically every text manipulation tool you are likely to 
need, plus macros and a built-in programming 
language. What more could you need? 

Price 90% 

It's comparable with both Final Writer and Wordworth, 
but I think It's better at dealing with text alone than 
either. 

Overall 

If you want text effects, 
fancy layouts and graphics, 
go for Final Writer or 
Workhorse. If you are 
dealing only with text, go for 
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For editing purposes It's nice to be able to 
select "Wireframe" or "Hidden" for object 
preview. This allows you to move around the 
screen taster, even when "color" Is toggled 
on. Redraw In Wireframe modes la very fast. 
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Ptxel3D-Pro V2 provides complete editing 
tools that have some of the feel of working In 
UghtWave's modeler screen. 



Pixel3D-Pro V2 

R Shamms Mortier looks at a software that can 
do much more than just convert formats. 



This software comes under the general title 
"3D object file conversion" software. It 
means that It can take In one 3D object file 
format and save It out to a different one. As for 
what formats It reads and writes, let's detail that 
first before we go on to the more intricate stuff. 

It can import nineteen different 3D object file 
types: 3D Pro, 3D Studio ASCII and Binary, 
AutoCAD DXF, IFF Bitmaps, Caligarl, Draw 4D and 
Pro, Imagine. Lightwave Objects and Scenes, 
PostScript ASCII and EPS, Scenery Animator DEMs. 
Sculpt 3D and 4D. Turbo Silver, VideoScape ASCII 
and Binary, VistaPro DEMs. and Wavefront. It can 
output to sixteen formats: Lightwave Object and 
Scene, Imagine. Turbo Silver, Sculpt 3D/4D, 
Caligari, Draw 4D/Pro, Aladdin, 3D Pro, DXF 
AutoCAD, 3D Studio, Wavefront, VideoScape ASCII 
and Binary, and Digital Arts. The 3D format for 
Real-3D is conspicuously absent, though the DXF 
file read-writes should satisfy R3D owners. 

This software can do much more than just 
convert objects from one format to another. For 
instance, it has some of the fastest drawing 
routines around. To enhance this capacity, P3DP2 
allows you to render your objects in a variety of 
modes: Wireframe, "Hidden" Wireframe, Flat (filled 
shaded polys), and ZBuffer. Color, of course, 
responds to the type of Amiga you have. If you 
have an AGA machine, objects are rendered In 256 
colours or shades of gray. You can also "double" 
the polygons contained in an object, while "points" 
shows all editable vertices. "Grid" toggles a 
wireframe only grid display (like the ground grid In 
UghtWave. Caligari. and Aladdin 4D). 

Most rendering/animation packages offer 
loads of editing tools so that objects can be 
altered almost infinitely. P3DP2 gives you a 
selection of basic editing tools, such as Smooth, 
Extrude, and Bevel. By far the most complex of 
these three is the Smoothing option. You can play 
with the Detail/Segment/and Horizontal-Vertical 
Elimination numerical Input. Extrusion Is used for 
Bitmaps or Bitmap fonts. Never use it on a 3D 
object, unless you need to render an example of 
utter chaos. 

Bevel is an operation meant for fonts, giving 
3D fonts and logos that nice professional bevelled 
edge look. Unique to P3DP is the ability to apply 
"router bit" edges, constructed from saved out 
graphic "bits" that you design yourself. 

PAINT YOUR POLYGON 

3D Polygon Painting is one of the newest buzz 
items to hit the market, offered by such high end 
packages as Caligari Corporation's TrueSpace. 
After selecting polygons for painting, you turn them 
to whatever color Is available. P3DP2's 3D painting 
process is addressed by a 3D Painting Requester. 
The same requester allows you to see which 
coloured polys are "smoothed" 

Most users will no doubt use this software to 
manipulate and extrude text strings and bitmap 
logos, and P3DP2 can work with either Postscript 
or Amiga Bitmap fonts. P3DP2 assumes that your 
Bitmapped fonts are in a drawer called "Fonts", 
and you cannot change the path of the drawer 
name (except by a complicated series of assign 



statements in the CLI). This should be altered. 

You need extruding, especially if part of your 
Amiga work Involves producing animations of 
client's logos. Extrusion gives depth to flat 
graphics. It took me about thirty seconds to create 
a simple 16 colour graphic in DPaint, import it Into 
P3DP2. and develop an extruded 3D object from it. 
If I would have wanted to smooth out all of the 
jaggies. that would have added another few 
minutes to the whole process. P3DP2 extrudes 
objects much faster than any of the 30 packages 
that I use to accomplish the same thing. 

The manual needs to have some visuals that 
depict what happens when the Smoothing operator 
is used on a bitmap. This would be better than 
pages of words. The software is very visual, and 
the docs should follow suit. I think all docs should 
have an index, especially when the program is as 
detailed and complex as this is. 

UghtWave Is the mother of all utilities at this 
point, and the look of 3DP2's interface proves that 
out even more. It looks and feels like you're 
operating in the Lightwave environment, right down 
to the 3D grid and object/camera moves. Every 
step was taken to take advantage of this look and 
to identify the program with NewTek, one of the few 
Amiga winners of all time. 

The software requires Workbench 2.x or 3.0 
and an accelerator with a maths co-processor. © 



WHAT 

Plxel3D-Pro 2.0 
MSLP $299.99 (approx £200); 
$125.00 (approx £85); from 
earlier versions. 

WHO 

Axiom Software 
WHERE 

Axiom Software, 1668 East Cliff 
Road, Bumsvllle, MN 65337 
» 0101 612 894-0596 




CHECKOUT 

Pixil3D-Pro V2 

Features 95% 

Just try and even find this kind of package on other 
platforms. 

Documentation 85% 

Tutorial graphics or a tutorial video are needed. 

Ease of use 90% 

More study is obviously required for advanced 
applications. Helpful technical services are available if 
you get stuck however. 

Value for money 

Overall rating 

An excellent 3D Hie 
converter with some 
very powerfull 
modelling tools. 
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VIDEO TITLER! 

Create captions and titles like 

\the real moguls with this I 
complete titling package / 



FLIP TO BACK COVER 



•MAT 

Become 

a movie 

mogul 

We show you 

successful video 

making secrets - 

and give you a 

j^^ complete 

^ / ^ video 

/ 1 



SHH! 

What's 
the best 
genlock 
around? 

We tell 
all.. 



Amiga Format 




INGREDIENTS 

Unbiased reviews, accurate news (including the latest on 

Commodore), useful tips, six-page feature explaining 

desktop video on a budget, easy-to-follow tutorials on 

painting, programming, OctaMed and DTP, PD round-up, 

your letters, top video titler TV*Text Professional on the 

Coverdisk, industry comment, game cheats, previews, 

technical help, special offers, Flavour Improvers: 

E218 (wit), E837 (intelligence). 

No added starch, no preservatives. 

Nutritional information: 

Provides 100% of the recommended monthly intake of Amiga information. 

Totally fat free. Suitable for vegetarians. 

Reading instructions: 

Turn pages one at a lime. 

Activate optical sensors and digest information. You may move your lips if necessary. 

Microwave: 

Remove disks and pierce cover with a fork. 
Set microwave on High and cook for 6 mins (650W) or until completely incinerated. 

Now buy another one. 

Storage: 
Store in a cool, dry place. Not suitable for home freezing. 

Best before: 
End of October. 
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VISUAL PROMOTIONS 

EXCITING NEW PRODUCTS FOR ALL COMPUTER USERS ! 



P.O.Box 208, Folkestone, Kent. CT19 5EZ. Tel: 0303-245378 Fax: 0303-246136 



• 




CHRISTMAS CARDS WITH 
A DIFFERENCE ! 

Give your friends or work colleagues a card 
with a difference (his year ! 

Our new collection of four cards each show a 
humorous computer scene. They are printed 

in full colour on high quality card & 

individually wrapped. Each is supplied with a 

super-white envelope. 

PRICES (inc. P&P) 

£1.65 each 
£6.00 per set of four 

Use the order form below ! 
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VISUALS - IMAGE BANK ! 

A collection of photo-reulistic images for you lo use in 

your own video productions or d.t.p documents. 

Each collection is available in the following formats: 

HAM - HAMS • JPEG - GIF - 24Bit (All at 736x566 res. I 

I'll .,m specif) In Ihc dncriptlnn but which formul >ou warn and if >nu wanl 
DD DWu ' i 111.15 per M.lumr i or 111) Dfalu <£I2-9S per volume). 

VOLUME ONE - Landscapes & Sunsets (CODE IB0I ) 
VOLUME TWO - Textures (CODE IB02I 
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A MAGAZINE PUBLISHED USING 

THE AMIGA FOR ENTHUSIASTS 

»4 ALL OVER THE WORLD ! 



AMIGA REVIEW MAGAZINE 

Amiga Review is published using the Amiga, we cover the 

productive side of the Amiga with software and hardware 

reviews, long term tests, special features, plus much more. 

We also give you the latest news with absolutely no waffle ! 

Order a trial issue today £2.25 (Code:AREV01) 

Or try a 6 month subscription £12.00 (Code:AREV06) 

Save £££'s with a 12 month sub. £21.00 (Code:AREV12) 




Name: .... 
Address: 



Postcode: Tel. No 



Use this order form to complete your order, or a 
photocopy if you do not wish to cut your magazine ! 



Product CODE 


Quantity 


Description 


PRICE 


eg. CH1P01 


i 


Christmas Card 


£4.95 


















































TOTAL Cheque/PO enclosed payable lo Visual Promotions 


£ 
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Software Pack 



When you buy your Amiga 
1200 computer from Silica, al 
our ativertisod prices, we will grve 
' you. free of charge the enhanced 
A6A version of the award winning 
Chaos Software Pack PLUS the 
powerful and easy lo learn GFA Basic 
programming language 



CHAOS ENGINE C25.99 

BYNOrCATE £34.99 

PWOAU FANTASIES £2999 

HCK FALDO'S CHAMPIONSHIP QOLF £34 99 



CHAOS PACK; £125 96 

OFA BASIC v3.5 - Powerful Base Programrrung Language . £50 00 
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O GREAT 
a£ CD TITLES 

MICROCOSM 

♦ CHAOS ENGINE 

PLUS 4 EXTRA TITLES 

WHILE STOCKS LAST 

• DANGEROUS STREETS 

• DIGGERS 

• OSCAR 

• WING COMMANDER 
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• 32-BIT POWER 

ThtaortOi MCO-flOMccnWAlo 
ia»32-MliCrVoloaY.4itailaiVani 
MOW OH 

• 21»RAM 

• CO OUAUTY STEREO SOUND 

• letMUlON COLOUR PALETTE 

• GAMES FROM BELOW (30 

• PLUGS INTO A TV OR MONITOR 

• PLAYS MUSIC CO» 

• DUAL SPEED 
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I MULTI-SESSION 

nnug i MW AH BAM 

CO*, mi I M rtormaam 

m» hoh aftw nw pnwng 
i II BUTTON CONTROt PAD 

COMPATIBLE WITH 26 COTV TITLES 

i FUU SCREEN VIDEO-CD 

OWwiai Kin f UV mcduia A...UH. 
N«v t4. aOBin fOB 10 MUI HIM M 
lhiCD3? compatible aith (fit latttt 
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2 FREE CD TITUS 

• MCnCCOSlI • CHAOSEHONE 
nuswmj STOCKS 1ASI 

• DANGEKCUSSTTCETE .OSCAR 
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FREE DELIVERY IN 
UK MAINLAND 
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FOR A500 & A50OPU* 
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»— . HARD DRIVE. FAST RAM 
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THE SILICA SERVICE 



Before you decide when lo buy 
your new computer, we ftuneel 
„ ._ % -*a/ ycu tnint vary ce/efuty about 
,. ^*5-- 4y WHERE you buy n Com-def wh*t 
'Of TO it wHI be eke a lew months after you 
have rnaae your purchase, when you may 
require Kttoona. penpharalt or wnwift. or rwp wvl 
HVce AW. -el ffw rornptny you buy from contact you wBh 
OK* of new products? At S*ca. we eneum Viet you «M 
rnvf rxrhmg to worry iboui VWn our umvaled expenenca 
art expertise, we can meet our ojetomers' rtguvifnenti 
etfi en irovstanorig wheh is lacond to nont Cornplele 
end mum the coupon now lor our latest FREE Heralure aid 
teojn to eioenence Vw *Sttca Servce* 

• FRee OVERNIGHT XUVBRY; 

On an fvirowan! o/dtrs sMppad m the UK mainland 
(then) is a smalt charge for Saturday delivery) 

• TECHNICAL SUPPORT «Lt»UNfc 

A learn ol lecrmicai f ipem win be al your serwi 

• PWC£ HATCH 

We match on a 'Same product • Same price' basis 

• ESTABUaWD 1$ rEARS: 

*t ru* i oioven track record m prcifesswiaf computer sates 

• PART Of A CSOtf A YEAfl COMPANY. 

Wlh over 300 stall We are sold, ratable and pi ofrtaWe 

• BUSINESS . EDUCATION * GOVERNMENT: 

Volume discounts are avaiu:' ■ Tel Ml JW 081s 



• SHOWnoOMS: 

We nave fletrws.ral.on facilities at all out stores 

• THE HILL STOCK RANGE 

All ol your computer reouirements from am supplier 

• FREE CA1ALOGUES: 

With special attars and product news 

• PAYMENT 

We accept most major credit cards, cash cheque or 
monthly terms (APR 29 B% - written quotes on request) 
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THE PROFESSIONAL 
AMIGA SPECIALISTS 

SUPPORTING SERIOUS USERS 



S 8 0992 - 71 4539 

FAX 10am - 7pm Monday - Friday 
PO BOX 2395, WALTHAM CROSS, HERTS, EN8 7HQ 




A 1200 ACCELERATORS 

BLIZZARD 1230-11 TURBO 

Two Standard SIMM Slots. Clock, Optional 
68882 FPU And SCSI Port. No RAM fitted 
WITH 40MHz EC030, No MMU £ 225 

40MHz EC030 & 33MHz FPU E 275 
40MHz EC030 & 50MHz FPU £ 325 
50MHz 68030 and MMU £ 289 

50MHz 68030 & 50MHz FPU £ 399 
BLIZZARD SCSI-II l/F for 1230-11 £ 79 

GVP A1230 Performance Series II 

Two SIMM Slots (GVP's 4 or 16Mb only). 
Clock. Optional 68882 FPU And SCSI Port 
WITH 40MHz EC030,4Mb RAM £419 
40MHz EC030.4MD RAM 

and 40MHz 68882 FPU £ 51 9 

50MHz 030,4Mb RAM £ 489 

50MHz 030, 4Mb RAM 

and 50MHz 68882 FPU £ 589 

GVP A1 291 SCSI l/F for A1 230 II £ 59 

MICROBOTICS M1230-XA 

One Standard 32bit SIMM Slot. Clock 
Optional 68882 FPU. No RAM fitted 
WITH 33MHz 68030 and MMU £ 199 

50MHz 68030 and MMU £ 249 



A4000 ACCELERATORS 



WARP ENGINE 28 / 33 / 40MHz 68040 
4 x 72Pin SIMM Slots for upto 128Mb RAM 
Built in FAST SCSI-II DMA Interface 

Version (With 68040/25) 

Version (With 68040/40) 



BLIZZARD 4030 TURBO 50MHz 68030 + 
MMU, Opt. FPU (For A3000/4000) £ 259 
Available with 50MHz 68882 FPU for £ 369 

COMMODORE A3640 Card, 25MHz 68040 
(As Fitted In Amiga 4000-040) S/H £ 539 
CYBERSTORM 040/40MHz 68040 + 32-Bit 
RAM, Opt. SCSI-II (For A4000 range) £ 899 
GVPG-FORCE 40MHz 68040 + 4Mb 
32Bit RAM (Exp. 128Mb), Optional SCSI-II 
DMA Controller (For A3000/4000) £ 989 



A2000 ACCELERATORS 

GVP G-FORCE 40MHz 68EC030 + 
882, 4MB 32-Bit RAM + SCSI Port £ 685 

GVP G-FORCE 33MHz 68040 + 

4MB RAM. SCSI, Ser & Par Ports £979 

CSA DERRINGER 68030, optional FPU, 

One 32bit SIMM Slot (A500/500+/1 500/2000) 

WITH 25MHz 68030, 0Mb RAM £ 279 

33MHz 68030. 0Mb RAM £309 

50MHz 68030. 0Mb RAM £419 



AU. PRICES INCLUDE VAT 



AMIGA 4000 

l*£-b&,|)TheEC-030 has no MMUor FPU 
JL £-|><J l> The LC-040 has an MMU but no FPU 

The 040-Tower has both an MMU and FPU 
It has 2 video slots and both SCSI-II & IDE 

AW. AMXSA 4000 MODCtS ARE M 

VWY SHORT SUPPLY - PUCASE. 

CAU. FOR PRICES AND AVAIJ3UTY 



AUDIO PRODUCTS 

SUNRIZE AD516 / STUDIO 16 

8 Track Stereo, 16-Bit. Belter than CD Quality Direct to 
Disk Recording, Editing & Playback. Can be used in 
conjunction with Bars & Pipes Professional, the DPS 
Personal Animation Recorder (PAR) and also the new 
Digital Broadcaster 32 trom Digital Micronics. 

Now Inc. VAT 

Please Call For A Full Brochure 



NEW PRODUCTS 

LIGHTWAVE 3D va.s 

Official PAL Version FROM NEWTEK 



Still 



Only £ 449 



RAPTOR PLUS 

RENDERING ENGINE 

For LIGHTWAVE 3D 

128Mb RAM, ScreamerNet Software, 
Ethernet Card & Enlan DFS Software 



3.1 UPGRADE KIT 

WORKBENCH & KICKSTART 

Manual set with 6 disks, ROM(s), and instructions 
A500/SOO+/1500/200o£ 89.95 
A3000/3000T/4000 £ 99.95 



HARD DRIVES 

Bare SCSI 

290 MB SCSI 3.5" E 249 
535 MB SCSI2 3.5" £ 349 

1.0 GB SCSI2 3.5" £ 699 

2.1 GB SCSI2 3.5" £1199 
9 GB SCSI2 5.25" £3499 

BARRACUDA 

The Fastest SCSI-2 

DrlVe ( 5.8 Mb/s Sustained I 

2.1Gb £ 1399 
4.3Gb £ 2299 

A4000 IDE 

340 MB IDE 3.5" £219 

420 MB IDE 3.5" £ 249 

540 MB IDE 3.5" £ 309 

1.1GB IDE 3.5" £599 

HARD DRIVE 
CONTROLLER 

FASTLANE Z3 

SCSI-II + Upto 256Mb 
32-Bit RAM For the A4000 

Now Only £ 299 



VIDEO EDfT CONTROLLER- The KRP TES20 

Amiga Based System Using "Burned In" Timecode. Controls Upto 4 Machines. RCTC 
compatible, SMPTE read & write. GPI Trigger. LANC / Panasonic / RS232 etc. Shot 
Lists. Vision Mixer control, Audio cues, unlimited scene capacity, synchronised audio 
dubbing. Upgradable to upto 8 parallel control industrial machines, RS422 and VITC. 

Prices From E 499 

Please Call For Full Specifications Of This System J 



AMIGA 1200 

A1200+85MBHDE445 
A1200+127MBHDE489 
A1200+200MBHDE519 
A1200+340MBHDE689 



MEMORY 


SIMMS 


32MB SIMM-32 


£1149 


16MB SIMM-32 


£ 649 


8MB SIMM-32 


£ 325 


4MB SIMM-32 


£ 150 


2MB SIMM-32 


£ 85 


1MB SIMM-32 


£ 29 


GVP SIMM-32'S 




4MB 


£ 195 


16MB 


£ 985 



REMOVABLE DRIVES 

"THE BOX 150" BERNOULLI By IOMEGA 
150MB SCSI-2 INTERNAL DRIVE £485 
150MB SCSI-2 EXTERNAL DRIVE E 555 
150MB REMOVABLE CARTRIDGE £ 95 
Drives are supplied with 1 FREE Cartridge 

SYQUEST DtVVZZ AUSO AVAiUABLg 

MAGNETO OPTICAL DRIVES 

FUJITSU 128MB SCSI INTERNAL £ 649 
FUJITSU 128MB SCSI EXTERNAL £ 749 
FUJITSU 230MB SCSI INTERNAL £ 799 
FUJITSU 230MB SCSI EXTERNAL £ 899 
BOX OF 5 1 28MB MO DISKS £ 149 

BOX OF 5 230MB MO DISKS £ 249 

DAT TAPE BACKUP 

CONNOR SCSI DAT - 2Gb, Ext. £1029 
CONNOR SCSI DAT - 8Gb, Ext. £1 1 09 

CD ROM DRIVES 

TOSHIBA XM4101B SCSI-2 (Int.).Twin 
Speed, Multi-Session (Tray Load) £ 219 

TOSHIBA XM4101B SCSI-2 (Ext.).Twin 
Speed, Multi-Session (Tray Load) £ 279 

TOSHIBA XM3401B SCSI-2 T/Speed 
Int., MS, Fast Access (Caddy Load) £ 279 
TOSHIBA XM3401B SCSI-2 T/Speed 
Ext., MS, Fast Access (Caddy Load) £ 409 



SOFTWARE 

VISTA PRO 3.1, DISTANT SUNS 
V5.0, 

TERRAFORM & MAKEPATH Bundle £ 65 
LIGHTWAVE 3D V3.5 (PAL) £ 449 

ART DEPT. PRO. V2.5 £149 

REAL 3D V2 New Price £ 339 

BARS & PIPES PRO V2.5 £ 215 

MEDIA POINT V3.28 £ 229 

TVPAINT 2 (Picasso / Retina / Harlequin / EGS) £ 1 79 
SCALA MULTIMEDIA 21 (AGA) £ 1 45 
SCALA MULTIMEDIA 300 (AGA) £ 299 
SCALA MM 300 ♦ ECHO 100 £389 

SCALA ECHO 1 00 Edit Controller £ 1 39 
PRO CONTROL (For ADPRO) £ 65 

ASIM CD-ROM FILESYSTEM (V2) £ 55 
MORPH PLUS £ 149 

QUARTERBACK TOOLS DELUXE £ 79 



MONITORS 



PHILIPS CM8833-II 14" PAL RGB, Y/C & 
Composite Input (0.38 dot pitch, stereo) £ 239 

MICROVITEC CUB-SCAN 1438 14" 

(Multi-sync, 0.28 dot pitch, No Sound) £ 295 

MICROVITEC AUTOSCAN 2038 20" 

(Multi-sync, 0.31dot pitch, Digital Memory) £1 175 



CPUs & FPUs 



68881 20MHz PGA £ 29 68882 25MHz PGA 

68882 33MHz PGA E 89 68882 50MHz PGA 
68882 25MHz PLCC - For A4000/030 etc. 
68882 33MHz PLCC - For A4000/030 etc. 
68882 40MHz PLCC - For A4000/030 etc. 
68040 25MHz - For Upgrading A4000-LC040 
68030 25MHz with MMU (PGA Style) 

68030 33MHz with MMU (PGA Style) 
68030 50MHz with MMU (PGA Style) 



£ 49 
£119 
£ 69 
£ 89 
£119 
£165 
£ 59 
£ 99 
£129 



VIDEO PRODUCTS 

bi UJTAL 

This Zorro III card performs the major lunctions of a 
Broadcast Quality, On-Line, Non-Linear, Digital 
Video edit suite (CCIR601 720 x 576 resolulion) . II 
provides REAL-TIME. FULL MOTION JPEG (50 
fields / second) Capture & Compression, direct to 
hard disk. The video can then be edited and 
subsequently played back in REAL-TIME, at 50 
fields/sec in upto broadcast quality - direct to video 
tape etc. The board has full LTC and VITC 
timecoding, both read & write (on all connectors - 
Composite, Y/C and YUV). It also interfaces with 
the AD516 Studio 16, 8 track stereo audio card from 
Sunrize Induslries to enable simultaneous audio 
and video editing. Il requires an Amiga 4000 or 
4000T with lull 68040 processor, a large SCSI-2 
hard drive, and a fast SCSI-2 hard drive controller 

■ 

Amiga 4000-030 (2 +SMb. I.OObHD) 

Digital Broadcaster 33 (Zorro III Card) 

MediuFlex Producer (Editing Software I 

Warp Engine 28MHz 040 u ith S( sill 

:. i eh i,im scsi-: .v.v iidiI i.i video) 

Sunrize AD5I6/ Studio I6| Audio Card) 

Cub-Scan 1438 Monitoi iFoi Amiga) 

Sharp 14" l*V / Monitor (For Video J 

Image Processing Software (ADPRO) 

System Configuration & Testing 

GIVING FULL. BROADCAST (Beta SP) QUALITY. 

ON-LINE. NON-LINEAR. VIDEO EDITING ! 

FOR FURTHER DETAILS, PLEASE CALL 



MAIN BOARD (V.2) 
VIDEO PROCESSOR 
VIDEO SUITE 



£ 379 

£ 879 

Due Late 1994 



GVP TJJC :'l'r; TBC card with 
transcoding PAL/SECAM/NTSC etc. £ 685 
FRAMEBUFFER RAM for GVP TBC+ £ 195 
COMB FILTER for GVP TBC+ £ 59 

GVP GPECrPJJM ZG.'j 

24-Bit Zorro II I III EGS Retargettable Graphics Card 
SPECTRUM With 2Mb VRAM £ 345 

GVP '1 L <) Cj'j External Composite & 
S-VHS / Hi8 unit. S/W Controlled £ 265 



' '. : :'jUli I ;• ( NEW Lower Price ) 
With 4Mb Vram/double buffered £ 1 1 49 

VLiiU Y/C Real-time Hi8 digitiser card £ 349 

I)/l S l\PASlD-\ 11 Single Frame controller £ 349 



''.'';/'// •' Z3 24BH Zorro III card 1Mb E 469 
RtTIi 'A Z3 24Bil Zorro III card, 4Mb £ 619 

Hi 'A DISPLAY CARD 2Mb £ 375 

' I DISPLAY CARD 4Mb £ 485 



'/ RTG Card With 2Mb VRAM 

£ 339 

PlCA^yj //with Workbench a KicksfcUl 3 I 
Upgrade £ 409 £ 419 




LOOK 

UPGRADE YOUR 

A4000-EC030 

TOANA4000-040 

With The COMMODORE 
A3640Card. 25MHzFull 
68040 With FPU & MMU 

FOR ONLY £ 539 



SCANNERS 

EPSON GT-6500 A4. 

24-Bit Colour with ASDG 
Software & Cable £ 699 



MICROBOTICS 

SX-1 

Expansion for CD32 £185 



SYSTEM 
BUILDING 

WE HAVE THE EXPERTISE 
TO BUILD A COMPLETE 

SYSTEM FOR YOUR 

APPLICATION - PLEASE 

CALL TO DISCUSS YOUR 

REQUIREMENTS 



SPECIALISTS 

WE KNOW ABOUT THE 

PRODUCTS THAT WE SELL. 

AND ARE MORE THAN 

HAPPY TO ADVISE YOU. 

SERVICE 

FOR A PERSONAL SERVICE, 

AND AFTER-SALES BACKUP 

THAT IS SECOND TO NONE, 

LOOK NO FURTHER 



DELIVERY CHARGES 

Express Small £ 6 
Medium £ 7 

For large items, please call 



: 



SURCHARGE 

It ordering with ACCESS or visa 

there Is a 2.5% surcharge. 

No surcharge for DELTA, 

CONNECT or SWITCH. 



HOW TO ORDER 

HAVE YOUR DEBIT OR 
CREDIT CARD DETAILS AT 
HAND, AND CALL :- 

0992 714539 

10-7 Monday - Friday 
Closed Saturday + Sunday 
BY POST- 

CALL FIRST TO VERIFY 
PRICE AND AVAIUBILITY, 

BEFORE SENDING YOUR 
ORDER TO :- 

"WHITE KNIGHT 

TECHNOLOGY", 

P.O. BOX 2395, 

WALTHAM CROSS, 

HERTS. EN8 7HQ 
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Without a doubt, the Raptor Plus can 
be described as the hottest piece of 
Amiga hardware on the planet. It's 
also aptly named as the Latin word raptor literally 
means ravlsher or plunderer and Is often used to 
describe predatorlal animals or birds (like the 
Veloclraptors In Jurassic Park). That Is exactly 
what the Raptor does. It preys on UghtWave 
scene files, mercilessly eating vast numbers of 
them for breakfast. 

If you don't already know, the Raptor is an 
Immensely powerful RISC-based rendering engine. 
It's used in conjunction with an Amiga and 
Lightwave to render 3D animations. With a 
£14.500 price-tag, it Is strictly for professional use 
only. The justification for this seemingly high price, 
is the Raptor's almost ludicrous speed. There have 
been rendering speeds reported of around 40 to 50 
times faster than those performed by a standard 
A4000/040. One company rendered a frame, on a 
A4000 running at 25MHz with 18Mb of memory, 
which took in excess of 64 hours to complete. 
The Raptor needed only 41 minutes to render the 
same frame! 

With speed like that. It's little wonder that the 
Raptor has found a home with companies such as 
Amblin Imaging. However, while It has been kicking 
serious butt Stateside, it has not been unleashed 
on Europe. That is. until Team 17 bought theirs. 

At the Autumn ECTS one of the main subjects 
for bar-room discussion was the Team 17 stand. 
Aside from the usually high number of quality 
games the focus of attention, for most of the 
show's attendees, was the promotional video for 
Tower Assault. Tower Assault is Team 17's next 
release - due out In November. The game is up to 
Team 17's usual high standards, but the intro- 
sequence looks set to surpass anything they, or 
anybody else, have produced so far. 

THE ODD-ONE-OUT 

Most of the onlookers assumed that the Intro had 
been created on high-end graphics station such as 
a Silicon Graphics (SG) machine. This is because 
most game houses have turned to SG machines to 
produce 3D-generated sequences. A chief example 
of this is the intra and mid-game sequences found 
In Psygnosis' Microcosm. 

One of the reasons that most companies have 
opted for SG machines is not because the Amiga 
cannot produce results of equal quality. Rather, the 
deciding factor has been speed - RISC-based SG 
machines leave the Amiga choking on their dust. Of 
course, this kind of speed is not produced without 
cost. Amiga Shopper went up to Team 17's 
Yorkshire offices to determine if they have found an 
alternative to SG machines, or an expensive beer- 
cooler. 

FIRST IMPRESSIONS 

After arriving at Team 17's office I was left In the 
capable hands of LlghtWave-supremo John 
Allardice. To make use of the Raptor's awesome 
power you need a pretty "butch" machine. John 
uses an un-accelerated A4000 040 with a total of 
18Mb of RAM. If anyone were in need of a A4000T 
it has to be John, his machine is absolute stuffed 
to capacity. 

The Raptor's appearance was surprising for 
two reasons. Firstly, the unit was actually larger 
than I expected - it's about the same size as a 
small fridge. However, the boards themselves are 
surprisingly small and the casing has plenty of 
room for expansion. In fact, with the huge fan at 
the rear of the unit, you could keep several cans of 
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beer cool inside. 

The unit has two CPUs - one on each board. 
The only connection between these boards Is an 
ethernet cable. The same cable that runs between 
the two boards also connects the Raptor to the 
Amiga. As you would expect, the boards are 
festooned with chips and sockets. The main CPUs, 
MIPS R4600 each running at 133MHz. closely 
resemble Chips like Intel's Pentium. They appear 
rather chunky as they are covered by a heat-sink 
and then by a fan. Chips that are running at the 
speed of the Raptor's CPUs are going to generate 
a lot of heat, and if it weren't for the heat-sinks 
and fans they would probably melt within a few 
minutes of being turned on. 

THE NITTY-GRITTY 

So. why is the Raptor so fast? You will probably 
have noticed that the MIPS R4600 doesn't sound 
as If It is part of Motorola's 680XX family of 
processors. In fact it is RISC (Reduced Instruction 
Set Code) Chip. This processor is actually a 64-bit 
chip, unlike the 680XX processors which are only 
16 or 32-bit. To give you some idea of the 
difference in performance, you could compare a 
A500 or even a C64 to a A40O0. 

If a machine has a 64-bit architecture then It 
can move Information In 64-bit chunks rather than 
16 or 32. The R4600 has a FPU (Floating Point 
Unit) built into It. An FPU helps to speed up floating 
point calculations such as those generated by ray- 
tracing programs. Anybody who has used both an 
integer and FPU version of a program can easily 
relate to how much more important an FPU is to a 
rendering engine like the Raptor. 

But how does the Raptor's processor measure 
up to a SG machine's? The Indy is the most 
popular SG machine. It uses an older member of 
the MIPS family - the R4000 processor. As with 
the R4600, this is a 64-bit RISC-based chip, but 
runs at a slower clock speed of 100MHz. As well 
as having a faster processor, the Raptor has two of 
them. They can be utilised together or individually, 
this means the can be both assigned to the same 
task or be devoted to different users or tasks. 

When it comes to storage of data, both 
systems use super-fast SCSI 2 devices. In the 
memory department both machines can take up to 
a maximum of 256Mb. However, the Indy uses 32- 
blt (just like the A1200 or A4000) while the Raptor 
makes use of 36-bit memory modules. Team 17's 
Raptor is fitted with a total 128Mb - a more than 
respectable amount. This amount of memory 
should mean that the Raptor should have no 
difficulty in rendering any scene file you can 
throw at it. In fact, the first limitation on the size of 
scene that can rendered is the size of the A4000's 
available memory. Not only does the Amiga have to 
generate the scene file, it also has to transfer and 
receive the files and Images. 

THE NEED FOR SPEED 

From these specifications you can get some Idea of 
why the Raptor is as fast as it is. But to gain some 
figures you can relate to. and get an idea of how 
good the Raptor is at its job, we performed some 
benchmarks. The benchmarks were all Lightwave 
renders - after all that's what the Raptor Is used 
for. The scenes vary in complexity to give an overall 
view of the Raptor's performance with simple and 
more complicated tasks. The bar chart entitled 
'Benchmarks' puts the Raptor's rendering speed 
against a standard A4000/040. 

In view of the incredible results that we have 
got, the benchmarks we've used for the chart are 



not too complicated. The more complicated a 
scene is. the greater the difference between the 
performances. With the more complicated scenes 
there is no way that we could provide an accurate 
yet readable scale. 

Benchmark number 1 was a relatively 
straightforward render of the male Humanoid object 
from Crestline. It was rendered at a low resolution 
(320 by 240 pixels) with no motion blur or anti- 
aliasing. The Raptor rendered the first frame in 24 
seconds, while the A4000 took 48. This result Is a 
little surprising as the Raptor only completed the 
frame twice as quickly. 

Benchmark 2 was performed at medium 
resolution, with no anti-aliasing or motion blur. 
While the A4000 took 73 sees, the Raptor only 
needed an extra 9secs than it did for the previous 
scene - completing the render in 33 sees. 

Benchmark 3 also performed at medium 
resolution, but this time motion blur and anti- 
aliasing were both turned on. This increased the 
A4000 rendering time by a factor of more than 3.5, 
producing an image in 269 sees. The Raptor 
produced the same image In 49 sees. 

Benchmark 4 Is where the Raptor started to 
pull away. This was a medium resolution render of 
three trucks with anti-aliasing switched on. This 
only took 52 sees on the Raptor, but the A4000 
took 435. It would seem from these figures that 
the Raptor's extra speed really starts to tell the 
more complicated the scene becomes. After these 
first four tests they are starting to go off the scale, 
one rendering of a Harley Davidson took 100 sees 
on the Raptor and 858 for the A4000. After that 
things started to get silly. 

HOW DOES IT WORK? 

Well, now we know how fast the Raptor is and why, 
but how do we use it and do we need any other 
hardware? As mentioned before, the two boards 
that comprise the Raptor are connected by an 
ethernet cable. The Raptor is attached to the 
Amiga in the same way. so you'll need an 
ethernet card. « 

You can control the Raptor by using the 
ScreamerNet software supplied with the Raptor. 
ScreamerNet is a rendering network, from NewTek. 
that can utilise up to a maximum of eight CPUs. 
Once the ScreamerNet has been activated the 
Raptor is controlled through Lightwave. Version 3.5 
of Lightwave has a special ScreamerNet menu with 
a variety of options. After the ScreamerNet has 
been Initiated, UghtWave will search for CPUs. 
Once a CPU has been found by UghtWave it will be 
added to the CPU Status window. This is a list of 
available CPUs and their current status. 

Object, Image and complete scene files can all 
be sent to the Raptor, which will set upon them 
with glee. There are three ways In which the 
Raptor's CPUs can render a scene. In the Manual 
and Automatic modes both of the Raptor's 
processors will work on a portion of the same 
image. When in automatic mode they will move on 
to to the next frame, but only when all of the 
processors have completed their section. In 
Independent mode each processor works on Its 
own frame. This can be quicker as the processors 
don't have to wait around for each other - they can 
go straight on to the next frame. 

That's basically the process - you define the 
scene file, build the objects and then send their 
details over to the Raptor. The Raptor then chews 
through the scene In a ridiculously quick time and 
then, almost contemptuously, passes the rendered 
images back to the Amiga. 



JOHNS PET RAPTOR 

John Ailardtce is a very talented man, IWI 

he's a very lucky one too. He has access to 
Europe's first captive Raptor. John has I 
variety of the 3D programs available on the 
Silicon Graphics (SG) platform. He prefers US 
UghtWave. but has struggled a bit will 
slowness of the Amiga. I asked John why Team 

leaded to buy a Raplor anu how well it was 
living up to his expectations. 

had a look al all the Silicon Graph 
ve also had a chat with Raptor *iS4 
in the States. On comparing the rendering 
speeds we thought the Raptor could be a viable 
alternative. In the end. buying a Silicon GrAi 
setup that could achieve the same speeds as 
the Raptor would have cost us over £100,000 
plus software. Basically, I couldn't think of a 
^ool I could use. 

When the Raptor first arrived I was a little 
disappointed with the differences in speed 
between the A4000 and the Raptor I'd tried 
some low res renders: I did a test render in 
Super low res - it took 30 secor; ■< low 

res - it took 30 seconds. I did at medium res. it 
took 31 seconds, I did it in medium resolution 
n tjlur 32 secoi 

Then I decided to give the scenes more light 
sources, more polygons and more lens flares n 
just gobbiud it up. it seemed that the more work 

^-ave it the harder it worked Its extra speed 
really showed when things like anti-aliasing and 
motion blur are applied Tins was just what we 

•;d. 

The ECTS was great, we people who wi 
on SGIs coming up to asking us if we were 
ubnig Softimage or Alias. When we told thei 
used an Amiga, they would smugly asks us. 
how long did that take to render then'' When 

we tuiii them all you could hear was the sound 
of jaws hittir-" the ground. So yes you could say 
I'm quite pleased with its pt' 



WHERE TO GET IT? 

The Raptor - appro* £14.500 
Ramiga International a 0690 770304 



IS IT WORTH f14,SOO? 

Well you've heard the facts, you know what it can 
do and how its hardware measures up to the 
competition's. But is it worth that much money? 
Well, as a similar SG setup is going to cost you 
around £100,000+ with software. It actually seems 
to be a cheap option. This is still the case when 
you add the price of the A4000 (about £2.500) and 
the price of UghtWave (£550-£650). 

But can the Raptor and Lightwave combination 
really produce results to rival those of SG 
machines and software? After seeing some the 
animations that John has produced I have no 
doubts that it can. If you want to know what John 
thinks of Raptor, then take a look at the boxout. If 
you want to find out how good Lightwave is. take a 
look at our 5-page review of version 3.5 which 
starts on page 17 of this issue. On a price versus 
performance match-up the Raptor is streaks ahead 
of the current competition. Although its pnee puts it 
out of reach of keen amateurs it does give small 
games and graphics companies the chance to get 
SG like performances at an affordable price. © 
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CD-ROMs have really taken off recently and 
In this month's Window Shopper we're 
taking a look at two of the best. We are 
also reviewing the latest addition to the BSB 
family of books and a new 130Mb PCMCIA hard 
drive from Zappo. 

AMINET SHARE 3 

You will probably know this already, but the Internet 
is an Incredible large network of computers and it's 
getting bigger all the time. Thankfully, a portion of 
Net (about 1.5Gb). called the AmiNet, is dedicated 
to lovers of the Amiga. It's a great place to pick up 
the latest in PD and shareware software. 

The AmiNet CD-ROM is like a slice of the Net 
that you can explore without a modem or having to 
pay a phone bill the size of a small country's GNP 
(Gross National Product). The disc contains 




software, pictures, music modules and developer's 
tools by the bucket-load. Of course, the only thing 
that you don't get is contact with other Amiga- 
users. However, advice and information is readily 
available in the form of text files and AmigaGuides. 

If you have been on the AmiNet before one 
thing you will find comforting about the disc Is 
that it Is structured in the same way as the 
AmiNet. This great if you frequent the AmiNet 
regularly but have not downloaded certain files 
because of the time they would take. You simply 
following the same directories as you would If you 
were on-line and then copy them to disk without 
paying a sausage. 

As I've mentioned before, the disc contains 
several text and AmigaGulde files. Some of these 
contain some very Interesting and useful 
information. One of the most practical of these is 
the AmiNet directory.lt can be de-archived to RAM 
without leaving the guide document. All you have to 
do is doubleclick on the file's button - you can 



this month's Window Shopper Graeme 
Sandiford takes a look at two juicy CD-ROMs 
and Mark Smiddy checks out a new hard drive. 



even read a brief description before you do so. 

As with previous versions of the collection 
there are plenty of picture files. There are 
directories dedicated to ray-traced images, icons, 
and Workbench backdrops. While there are some 
outstanding examples of Amiga art, I'd have to 
admit that there is not as wide a selection as 
the first edition of the disc. However, there are 
some particularly surreal Imagine-produced images 
by Bill Graham. These images will also be featured 
on the cover disc of the next issue of Amiga CD32. 

As you might expect there are plenty of comms- 
related programs on this disc. There are tools and 
guides for the Internet. Fidonet and a variety of 
news networks. The Internet section was pretty 
good and contains almost everything you need to 
get wired into the Net. 

There are plenty of graphics programs and files 
as well. You can find spline-editors, picture 
converters, animation tools, fractal generators and 
3D objects. There's an AGA section for those of us 
lucky enough to have 1200s or 4000s. The AGA 
software includes a variety of useful tools such as 
monitor drivers and a graphical-Workbench hacks. 

There is also a nice juicy utilities section with 
all manner of useful programs. There are archiving 
programs, boot utilities, virus checkers, screen- 
savers, ARexx scripts and file compressors aplenty. 

If demos and slideshows are more to your 
liking then you'll have a great time In the demo 
directory. There is a wide selection of demos and 
slideshows from artists and coders from all over 
the globe. 

There Is loads of other stuff too - the disc Is 
literally full of some of the best Amiga PD software 
and images around. In my opinion this is probably 
the best PD CD-ROM around at the moment. The 
only disc I liked better was the first AmiNet volume. 

Product: AmiNet Share 3 
Price: £19.99 
Supplier: 1 7 Bit Software 
Tel: 0924 366982 



Overall Rating: 



92% 



CD EXCHANGE VOLUME 1 

Now this is an interesting disc - not only does it 
claim to be. like most PD CD-ROMs, the ultimate 
shareware collection, it also has extensive support 
for transferring files. This is not limited to 
transferring files between different Amigas, as it 
has support for transferring files to and from a PC. 

However, the thing that really sets this 
collection apart from others of its kind is its 




interface. The interface has been designed to be 
executed from startup, which is fine if you are using 
a CDTV. CD32 or one of the new bootable CDROM 
drives for the 1200. If you are using a 1500, 2000. 
3000 or a 4000. you will need to copy several files 
across and make some directory assignments in 
order to get the menu system up and running. The 
interface is a simple pomt-and click affair that can 
be used for a variety of tasks. It can view fonts, 
play music and samples, play animations and 
display pictures. 

The contents of the disc are unpacked, so they 
can be run, viewed or played straight from the CD. 
Despite this lack of compression there is still a 
vast amount that has been stored on the disc. In 
my opinion I think the ease of access outweighs 
the reduction of storage capability. It means you 
can just stick the disc in your drive and use the 
contents Immediately without having to wait for 
files to decompress. However, one or two demos 
and slideshows have comprised with DMS as they 
need to be run from floppy. 

The picture directory takes good advantage of 
the fact that the images can be viewed straight 
from disc. It has a slideshow icon that basically 
uses Viewtek as a default tool to view all of the 
picture files. The pictures themselves vary in 
quality, but have a distinct leaning to the lower-end 
of the quality scale. 

The animation directory, however, makes up for 
the lack of stunning still images. There are three 
directories: one for Tobias Richter's work, one for 
Eric Schwartz's and a third for others. There really 
are some good animations especially from Mr 
Schwartz. There are some of my favourites from 
other animators such as Mean CD Machine by 
Craig Collins and a transforming Valkyrie from the 
Robotech and Macross anime series. 

The sounds directory was a bit of a surpnse - I 
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expected to find the usual modules and instrument 
samples. I did. but I also found several amusing 
samples as well as some breakbeats. Although the 
breakbeats tended not to be very well looped the 
vocal samples were excellent. What's more, they 
were actually named phonetically, so you almost 
knew what the samples would sound like before 
you even played them. The vocal samples are 
taken from 80's funk records and one or two films, 
and are of excellent quality. Armed with this motley 
collection of samples, you'll be producing hit 
records and appearing in copyright cases in no 
time at all. 

The DTP directory contains a surprising amount 
of clip-art and fonts. In fact, there are 5000 black 
and white IFFs and 350 fonts in Compugraphic and 
Adobe formats. Unfortunately, the quality of the 
clip-art. as a whole, was not very impressive. 
However, the fonts were actually quite good and as 
they were not compressed you could view them 
before copying them. In fact, there Is a font-viewing 
utility supplied. 

The transfer directory contains all manner of 
goodies. It has DNet. Pamet. Semet. Twin express 
and a clever utility called CD Access. Using CD 
Access. CD32-owners without expansion units are 
able to boot-up Workbench. It does this by creating 
a RAD disk and copying the files necessary to run 
Workbench and Twin Express or Pamet. 

All In all. this Is not a bad disc and there is a 
pretty good graphics section as well. But while it 
does contain some impressive innovations, the 
content itself is a little old. Despite this, it Is still a 
good collection especially for beginners, although I 
prefer the AmiNet disc. 

Product: CD Exchange Volume 1 
Price: £19.99 
Supplier: CD Exchange 
Tel: 0603 666202 



Overall Rating: 



83% 



AMIGA WORKBENCH A-Z 

Bruce Smith Books' Insider guide series of books 
has been meet with incredible success, and has 
been especially popular with newcomers to the 
Amiga. Amiga Workbench A-Z aims to join their 
ranks as the definitive guide to version 3 of 




Workbench. It sets out to explain all of Workbench 
3's features in detail. 

To achieve this aim, the book has taken an A-Z 
approach. Instead of following the normal book 
format, that usually consists of several chapters, 
this book simply lists each topic in alphabetical 
order. This design makes it easy to find the 
information you want, without ploughing through 
whole chapters. 

However, while this is the most convenient way 
of obtaining Information if you have used earlier 
versions of Workbench, this method is not ideal for 
beginners. If you have never used Workbench 
before you'll need to go through its features in a 
more relational order. The things you need to know 
do not usually come in alphabetic order. As a result 
it can be confusing for a beginner to have to keep 
moving from section to section. This book is more 
for people who have been using the Amiga for 
awhile and wish to find out about version 3's new 
features in the quickest manner possible. 

The coverage of features is quite well balanced 
- simpler functions are given just a few paragraphs 
while more complicated subjects are of greater 
length. The coverage is pretty extensive too. there 
are not many features that I could think of that 
have been left out. 

At the top of each subject is information 
relating to its Location, Format and Hotkey, if it has 
one. The Location is just a brief description of 
where you can find the feature, for example it may 
be under a certain menu or in a particular drawer. 
Format indicates if it is a directory, menu option or 
an icon. 

The bulk of each subject is divided into two 
main sections. First of all is the Description. This 
simply explains what function it serves and a little 
more about its nature. The next sub-heading is the 
Use. Unsurprisingly, this section explains how to 
use the feature effectively. The instructions on how 
to use a feature are quite detailed and take you 
through the process step-by-step. 

The book, as a whole, is written in a lucid and 
pleasant way. More importantly it doesn't "gloss- 
over" difficult concepts by bombarding the reader 
with lots of jargon and technical expressions. Once 
you have read a topic you will understand how it 
works rather than coming away more confused 
than before. 

The layout of the book is also quite good. It 
adds to the readability of the material rather than 
hindering it. It manages to fit in a great deal of 
information without seeming crowded. This is also 
the case with screen-grabs, they do not take up too 
much room when they contain little detail and they 
are too small to see what is going on. 

I really have mixed feelings about this book. On 
the one hand I can't help but think that a lot of the 
information it covers has already been supplied by 
the first A1200 Insider guide. Admittedly though, it 
does go into a little more detail but not all that 
much more. Despite this, it is still a well-written 
book and its A-Z format does have its advantages 
for those who do have some experience with 
Workbench. 

Product: Amiga Workbench A-Z 

Price: £14.95 

Supplier: BSB 

Tel: 0923 893493 



Overall Rating: 



85% 



SMART STORE PLUS 

Zappo's external hard drive for the A1200 fits 
externally into the PCMCIA slot and works invisibly 
from Workbench. It runs quiet and cool, and the 
styling is well matched to the Amiga's own. Interna 
construction leaves a little to be desired but few 
people will ever see this and it does not affect the 
system function in the slightest. This drive Is 
probably best known for the little external power 
widget that takes a 12 volts supply from the disk 
drive port. With this in mind, it was decided to 
check the current drain during spin up and hold. 

(Current, measured in "amperes" is the 
amount of power required from the PSU: and too 
much of it is likely to cause clouds of blue, foul- 
smelling smoke.) Older model hard disks consume 
as much as 1 amp at 12 volts during spin up— as 
the drive's platters come up to speed and hold at 
perhaps a third of that. The Zappo draws barely 
one-hundredth of that amount for less than a 
second and even less when idle. This can only be 
attributed to the use of modem, lightweight 
materials and is a credit to hard drive designers. 

What is perhaps more important is how this 
drive performs against a similar example. The 
review machine was fitted with an internal 230MB, 
half-height IDE which could be expected to 
outperform the Zappo by a fair margin. As things 
turned out. results returned by DiskSpeed 4.1 were 
far from expected. The graph shows read, write and 
create speed in Kb per second as averaged over all 
tests: with byte, word and longword buffers. In the 
table I've also listed a few other, less important 
results: but it should be noted the Zappo had been 
formatted without directory caching (DCFS). 

The Zappo external may not be the only choice 
for PCMCIA-based hard drives, but it is certainly 
one of the better options: especially when budget 
is a major consideration. Note however, there is no 
provision for a RAM throughport or on-board RAM. 
Also note, these tests are typical for the review 
sample 130Mb drive only and may not be 
achievable with smaller drives. 

Table 1: Direct tests for filing system analysis. 





Zappo 130 


Segate 230 Unit 


File create 


17 


15 Files/Sec 


File Open 


81 


80 Files/Sec 


File Delete 


161 


77 Files/Sec 


Seek Read 


61 


59 Files/Sec 


Dir Scan 


302 


631 Dirs/Sec 



Table 2: Filing system analysis (Overall average) 



Test 


Zappo 


Segate 


Buffer 


Unit 


Create file 


307 


104 


Long 


K/Sec 


Create file 


31 


194 


Word 


K/Sec 


Create file 


31 


88 


Byte 


K/Sec 


Write file 


468 


264 


Long 


K/Sec 


Write file 


28 


256 


Word 


K/Sec 


Write file 


28 


53 


Byte 


K/Sec 


Read file 


720 


405 


Long 


K/Sec 


Read file 


195 


412 


Word 


K/Sec 


Read file 


169 


118 


Byte 


K/Sec 



Product: Zappo Smart Stor Plus 

(130 version) 
Price: £249.99 

Supplier: Indi Direct Mail 
Tel: 0543 419999 

Overall Rating: 82% Q) 
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it you have a need lor a word 
>rocessor, I strongly suggest thai 
rou check out this program 
xfore you spend 30 or 40 times 
is much on a commercial' offer- 
ng 

' you can launch any program, 
v perform any DOS task, /ust by 
Wing a function key along with a 
vodilier 

il you've ever wondered how 
he hell to print out documents 
ising both sides ol the paper. 
'his is the program lor you. . . " 

• this is one utility that should 
3e installed on every Amiga. . . ' 

' I've not even seen a commer- 
:iai accounting program with this 
r ange ol features on the 
Amiga...' 

" ..if you have any thoughts of 
cieating a disk magazine. I sug- 
gest without reservation thai you 
gel hold ol a copy of this pack- 
age without delay. " 

lust some of the com* 
ments in the reviews! 
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Dozens of PD/shareware programs have been written to make your Amiga run 
quicker and to make it quicker to use. 

There are programs that add commands to AmigaDOS, supercharge your icons 
and even give you a whole new interface. 

CI 

Most of this software costs a fraction of the price 

of commercial equivalents - the rest is free. ,/- 



And it's all here 



The Amiga 
Shopper PD 
Directory 

From text editors to electronic publishing, from program 
ming to personal finance: over 750 programs 
reviewed 
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Know what I mean? 

Discover what the top industry figures really think. 



Gordon Keenon and John Campbell of the 24-bit Club on 3D modellers. 



Every tingle Amiga magazine you 
pick up these days appears to 
have one thing In common - an 
abundance of 3D-related articles. 
Everyone wanted Imagine 3.0 to review 
first, and now It's Light Wave's turn, but 
spare a thought on a subject that 
nobody has ever brought up before, 3D 
object creators. 

From the volume of people using 
Imagine or Lightwave, the actual amount 
of people who actually bought the 
software Is probably quite low. The usual 
cries of the software being priced too 
high is a lot of nonsense when you 
consider what these packages are 
capable of doing. But what about the 
companies who are slowly manipulating 
you by giving their older version of 
software away free... 

Companies like Impulse have made 
copies of their older software available 
free, or at ridiculously low prices to try 
and hook new users, and monopolise the 
market. When they do this, it encourages 
unrealistic expectations, that can do a 
great deal of damage to small 
companies who can only survive with 
good sales of models they produce. 

When users have free copies of 



Imagine 2.0 thrown at them, some start 
to believe they are entitled to other 
valuable software at little or no expense 
as well. This 'something-for-nothing' 
attitude is very dangerous and it's the 
kind of thing that can put developers out 
of business very quickly. 

Since so many 3D users now have a 
modelling program, and are willing to 
give up their models for free through PD 
software and BBSs, professional 3D 
modellers are now some of the most 
underpaid and unappreciated artists 
working today. 

The cheap accessibility of programs 
such as Imagine 2.0 is promoting a 
general disregard for the time, skill and 
artistry it takes to create high quality 
models. There appears to be a feeling 
that "if I can get Imagine stuff for free, 
why should I buy someone else's work". 
This has led to rampant piracy and 
another nail in the Amiga coffin. 

As an example, we spoke to Tim 
Wilson who created "Humanoid" for 
Imagine and Lightwave. He said "Sales 
of Humanoid tor Imagine did 
comparatively well in its first few months 
of release, selling a few hundred copies. 
Despite excellent reviews, shortly after it 



began appearing on the pirate boards, 
the sales dropped off to practically nil. 
Out of some 300,000 owners of Imagine 
(as reported by Impulse), I have difficulty 
believing there are still only a few 
hundred using Humanoid." 

Some of you may think that this Is 
the same tired story of software 
developers being ripped off because 
their prices are too high, but as an 
example of just how Ignorant people can 
be, one of our members (Steve Criddle) 
released algorithmic textures for Imagine 
2.0 as Postcardware. 

We uploaded his textures to BBSs 
world-wide, and found that it was 
distributed to every major 3D BBS within 
a week. From all the thousands of users 
out there who took this texture set. only 
one person had the decency to send 
Steve a postcard... 

How much effort does it take to buy 
a stamp and postcard and pop it in the 
post? 

If this attitude continue then we feel 
that you the 3D user are going to lose 
out in the end as these very talented 
people will just keep all their work to 
themselves or, even worse, maybe move 
over to the PC... Gordon A John 




get 

ItCl- 

why should I buy 
someone else's work. 
This has led to rampant 
piracy and another nail 
In the Amiga colfln. " 



Graeme Sandiford, our excellent writer, spreads the Word among PC owners. 



"You see. as soon as 
you mention the Amiga 
they think of games. I 
don't know, maybe I 
have some lorm of 
speech Impediment 
and when I try to say 
the word Amiga', it 
comes out as games 
machine'. 



One of the things that almost 
seems part of the British 
tradition Is an almost 
obsessive Interest In other peoples' 
occupations. Now I know this an odd 
thing to be mentioning In a computer 
magazine but It Is computer-related - 
Just bear with me a bit longer. 

This obsession often comes to the 
surface in informal events such as 
dinner parties, where the one question 
you'll always be asked is. "so, what do 
you do for a living?" Don't get me wrong, 
I'm proud to be working on the world's 
best 'serious-only' Amiga magazine, but I 
still dread that question. There are two 
ways a person might react to my answer. 
First, those who have no interest in 
computers soon have a glazed 
expression on their face, begin nodding 
rhythmically as if the Blue Danube was 
being played at a sub-sonic level, and 
start chanting "really, really, reeeally". 

However, it's those who are 
interested in computers that I find most 
irritating. They usually respond by asking, 
"what's it like playing video games all 
day?" You see. as soon as you mention 
the Amiga they think of games. I don't 
know, maybe I have some form of 
speech impediment and when I try to say 



the word "Amiga", it comes out as 
"games machine". 

A more likely explanation is that 
most people outside of the Amiga 
community simply don't know what the 
Amiga is capable of. The simple reason 
for this is that they haven't been told. 
The Amiga Is the computing world's best 
kept secret and that really gets my 
"dander" up. The Amiga is a wonderful 
machine and I am fed up of being 
sneered at by PC-owners who don't know 
the first thing about it. 

The solution to this is not a simple 
one - running to the top of a hill and 
shouting, "the Amiga is a wonderful 
machine", as loud as you can, is not 
enough. The solution Is a marketing 
one - Commodore need to learn from 
their competition. For example, while 
explaining to a friend, who works for a 
large PC manufacturer, just what the 
Amiga can do, he interjected, "oh, so it's 
Intel inside". 

Now, does the last part of that 
sentence ring any bells? It should, it was 
part of a slogan used in an advertising 
campaign launched by Intel. It was 
plastered up and down the country on 
bus stops and posters. 

So, did the campaign work? You're 



damn right It did! Judging by the number 
of bearded-men. who had no idea what 
part of a PC Intel made, that were 
queuing up in Dlxons Insisting that 
any PC that they might buy must have 
■Intel Inside". 

Unfortunately, while the Amiga has 
earned some street-cred in the USA, 
usually under its Toaster pseudonym, it 
has yet to receive the respect it 
deserves over here. While the production 
of such stunning graphics as found in TV 
programs such as Robocop. DSV and 
Babylon 5 have impressed many, people 
still don't accept the Amiga as a 
"serious machine". To be absolutely 
truthful, this really has been the fault of 
Commodore, who have Insisted on 
marketing the Amiga in Europe as a 
games platform. 

Now that I've had my little rant and 
rave, let's move on to a more positive 
note. One of the things I would like to 
see in the New Year is a Commodore, in 
whatever shape or form it emerges, that 
will exploit this untapped market. 
Hopefully we will see a new company 
that will have the freedom to really 
develop the European market. At the very 
least, it should help me enjoy my social 
engagements a little more. Graeme £Q 
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Straight 

Talk 

R. Shamms Mortier 
seeks out another 
true philosopher and 
Amiga King: Roman 
Ormandy, the 
developer of Caligari 
and TrueSpace. 




Roman Ormandy believes the Impact of 
TV has not been liberating. Instead It has 
homogenised the society. 



"The spirit of the people 

that have embraced the 

Amiga is awesome," 



My personal copy of Caligari, the first 
Caligari product released some eight or 
so years ago. Is number one. Basically, I 
read an Interview with Roman Ormandy In a 
magazine (I can't remember which one) and called 
him Immediately. The first disk rolled off the disk 
copier and into my sweaty eager hands some 
months later. 

I have been with it through all of these years of 
change and development. I have also interviewed 
Roman at various points over the years. This one 
was the best one. however, since we got right to the 
important stuff right off. It was also Important 
because it touches upon many things that are going 
on right now. including the present transition to a 
new corporate entity. The interview was very hard to 
get, even though I know Roman very well. He's just 
so busy these days. 

Finally, over the phone, with a skeleton of his 
answers needing more meat, we concluded this 
piece in time for the last press run. 

You have one of the most Interesting backgrounds 
of any developer that I know. Can you detail some 
of your background, with special attention to your 
Initial training In computer simulations and software 
design ? 

I graduated with a degree in Computer Science with 
an Al background (Bratislava Komensky Institute and 
the Prague Charles university post-graduate). I 
specialised in knowledge representation in both 
Psychology and Linguistics. In Linguistics I was most 
Influenced by Wittgenstein's work "Philosophical 
Investigations". 

How would compare your training and preparation In 
Europe with that offered here In the U.S.? 

I only took two semesters in US at City University in 
New York. Although US education Is not great it is 
still better than that of Europe where "high-quality 
standard education" still cranks out standardised 
mass educated factory products just like in the 
centuries past. Our society is more visual, although I 
must admit that the educational lobby has frightening 
power and is determined to stop progress at any 
cost. Over the last few years I have developed quite 
a dislike of highly literate people due to their inability 
to realise that the technological basis of their moral 
superiority already is completely eroded. Only the 
government has the same problem. 

Do you know of any differences now that the 
Communist world has crumbled as far as 
preparation and training for work In computer 
software design and related areas? Is the state-of- 
the-art technology available to students? 



The western world completely failed with regard to 
East European democracies. We will pay a high price 
for this. In my opinion the so called "European 
Union" died in Bosnia two years ago. I do have high 
hopes for the newly democratic regimes in Eastern 
Europe. When they finally realise that the West will 
not help them, they will do just fine and will follow 
the same path as many of the new and prosperous 
Asian nations. 

What was the core of your advanced work about 
when you were Involved In your studies, and how 
has that manifested In what you are doing now? 

I worked on what is called Al (Artificial Intelligence) 
knowledge representation. Traditional Al never 
delivered any decent theory and even today we hear 
promises that cannot be kept, like speech and 
handwriting recognition. The current approach is not 
only not 97 per cent accurate, rather 100 per cent 
wrong. Contrary to all of that. Computer Graphics is a 
hard science and we see, and will continue to see, a 
lot of progress. Every year you go to the shows, you 
see works presented by major scientists that develop 
Into major products in a short amount of time. We 
are creating a new communication medium. I wrote a 
document called the "Caligari Manifesto" (about 40 
pages) which explains it in detail. Interested parties 
can write to me for a copy, though I'm also thinking 
of placing it on our bulletin board as well. 

Where did the Idea for the name -Caligari" first 
originate? 

Caligari comes from the 1919 German expressionist 
movie "The Cabinet of Dr. Caligari". He's a bit of an 
unsavoury character, but the energy of the film fits 
our exploratory mode. The visuals in the film are very 
advanced. 

What were those first years like as far as trying to 
get established and breaking Into the market? 

Then I had an infinite belief in my vision and skills. 
Today I am concerned. I am afraid of how much work 
it takes to produce results. There's still so much to 
do. There's too much left to be done. There's more 
competition for a small pie. 

How have your goals changed over the years In 
reference to Caligari (and also TrueSpace")? 

Our goals never changed. Caligari Corporation is in 
the business of enabling human communication by 
visual (rather then verbally symbolic) means. Our 
society is dominated by printed symbolic 
communication. We live In the legacy of the 
Guttenberg galaxy. We are doing away with the 
supremacy of the printing press, and many good 
literate people who are In power in the cultural 
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establishment are not going to like it. The three 
■Rs" which cause the criticism of the young by the 
older generation are superfluous. There is very little 
that Is relevant anymore from the normal 
standardised educational process. Recently Al Gore 
showed up at SGI and envisioned the day when 
computers would connect to the local library. I 
hope this will never happen, because twenty-first 
century communication media should not be 
connected to a 16th century repository of 
knowledge. It is not going to be books that drive 
evolution from this point onward. 

Caligari Broadcast is a very high-end product. 
What differentiates it from both Its predecessors 
and also from the other Caligari products? 

To be honest, Caligari Broadcast is not that much 
better than Caligari24 but is much poorer than 
TrueSpace. It was developed for the special needs 
of the broadcast video community. Today we are 
moving away from video toward computer networks. 
Video is still a linear medium. The impact of TV has 
not been liberating, instead it has homogenised 
the society. The essence of computers is 
interactivity. We are getting much closer to 
interactive simulation. In TrueSpace 1.5 we will 
have the ability to move solids around like an SGI 
workstation does. TrueSpace technology is very 
advanced, and if there will be an Amiga 5000, we 
will port TrueSpace to it in the next generation. 

What are your personal favourite tools In Caligari 
Broadcast In terms of uniqueness and use? 

I like the overall composition of the program and its 
interface. Caligari 'wasn't that "feature rich" in the 
beginning. It was designed for people who wanted 
to visually express themselves, like artists and 
animators. TrueSpace may have come to the level 
of being both user friendly and very complete. 

Commodore's actions over the years hurt many 
developers like yourself. If the Amiga Is to be 
taken up by another entity, what sage words of 
advice could you offer? 

Be honest. There is a tremendous equity In the 
Amiga. The spirit of the people that have embraced 
the Amiga is awesome, even though Commodore 
tried its best to kill it. The things that happened 
with the Amiga will never happen on windows. It 
was a democratic grass roots movement. It doesn't 
happen all that often. 

There Is a good group of users who use Caligari 
(especially the broadcast version). Will Octree 
continue to support them with upgrades In the 
near future? 

We will support our existing users. As far as the 
next version we need to see a real living company, 
delivering on its promises (specifically the "next 
generation' Amigas) before we commit to any 
future development. 

An there any upgrades for Caligari Broadcast In 
the works at the moment? 



INFORMATION 






• All of the graphics in this article were 
created with the Caligari Broadcast software 
from Caligari Corporation, 1955 Landings 
DriveMountain View, CA 94045 
tr (415) 390-9600. 
FAX: (415) 390-9755, 
BBS: (415) 39D0585. 




Not until we see that someone is serious about 
taking the Amiga to the next step. 

Where Is the computer graphics revolution 
heading In your opinion? 

Into the home. The next generation of game 
machines will probably be actually superior to the 
midrange SGI machines of today. Sony and Caligari 
have signed an agreement that makes us the 3D 
designers for the Sony Play Station, a miniature 
work station and game station combined. They will 



"Ignore the wisdom of the 

current generation. It will be 

useless for you,' 



a 



be tremendously powerful machines, and are due 
out in the near future. 

What do you see as some of the advances coming 
down the pike In the near term? 

Collaborative environments on the networks. The 
network based Operating Systems will soon have a 
3D Interface. This is an answer to the human 
physiology. We have developed over millions of 
years to appreciate a 3D environment, in fact we 
require it. Our representation of the world is not 
static. It Is three dimensional. A 3D desktop 
environment is a fraction of that environment, but 
why remain there? The civilisation of the printing 
presses was extremely detached from reality. The 
literate person, the rational person, is extremely 
detached. The coming digital technology will bring 
us closer into the reality of a global village. 

As an advanced and thoughtful developer, where 
do you see the development of the -Information 
super-highway" taking us, and how Is Octree 
playing? 

The "Information Super-Highway" is not really a 
highway, rather each of us gets to choose where 
we want to go. Folks at ABC. CBS and CNN (and 
the New York Times) will not like it. I do not think 
that it is normal for the US media to spent more 
time on OJ then on historical events in large 
sections of the world. Rather than complaining 
about the media in the future we will be able to 
simply ignore them. The most serious and 
negative idea was that of the Clipper Chip by 



the present administration, a way that government 
can control the free access of media that 
computing represents. 

I heard that your organisation has Just gone 
through a name change. 

We are no longer Octree Software, now we are the 
Caligari Corporation. We used Octree as a name I 
invented that represented a box of space, but I 
mostly liked the word "tree" as an organic Idea. 
People react better to the sound "Caligari", even 
though many think It is of Italian origin. 

All of the developers that I have spoken with over 
the years have unique views of the world, and 
also very strong personal work ethics. Can you 
speak about your views on both counts? 

I do not believe in standardising people. We at 
Caligari strive for excellence. Our government, 
which is ostensibly defending human rights. Is no 
longer excellent,., not even mediocre. Our senators 
"re-elected the 17th time" in 'heir office are an 
embarrassment. The Institution of Congress In its 
current shape is at least a hundred years behind 
our times. 

What Is a "normal" day like at Octree, if there Is 
such a thing? 

There are no normal days. After so many years of 
hard work it can get tiring, but there are always 
little successes which make the lives of all of us a 
little more bearable. And there is always the grand 
goal in the distant future. 

What advice would you give to young people 
attempting to work In fields the same as or 
closely related to yours? 

Ignore the "wisdom" of the current generation. It 
will be useless for you. 

Are there any concluding remarks you would like 
to share? 

If the Amiga is continued or discontinued, our lives 
will still go on. The Amiga community is real and 
strong. We have seen the products and read the 
bulletin boards, and argued to create better 
products and really knew each other more than the 
other platforms. It wasn't just the marketing that 
created products. They were created because of 
creativity and need for all applications. That's not 
true on the PC or MAC. There always has been a 
tremendous brotherhood of users. I hope the spirit 
of this survives, no matter what. ^\-t 
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NO PROBLEM! 





Graeme Sandlford Is In. 



eiio and welcome once again, to the area of 
Amiga Shopper where you can turn to find all the 
answers to questions concerning your Amiga. It's 
my privilege, as Amiga Shopper's technical writer, to 
make sure that not one of your problems Is left unsolved. 
Don't worry, we can help - no matter how simple or 
complex they may be. At Amiga Shopper we want you to 
get the very best out of your Amiga. That's why we devote 
more space than any other magazine to this Indispensable 
service, so please make the most of It and keep your 
questions coming In. We'll do my very best to find a 
solution to all your problems. 

Don't worry if you come across any unfamiliar terms, 
Just turn to one of our jargon-busting boxes to receive an 



explanation. The problems are put in a wide context for 
everybody's benefit. The Index on the previous page is your 
guide to the topics covered this month. 

By now, you are probably familiar with our team of 
Amiga experts. Mark Smlddy knows all there is to know 
about AmigaDOS and floppy drives. Jeff Walker is our 
desktop publishing, fonts and printer correspondent. Gary 
Whlteley, is a trusted expert on video applications and 
graphics. If you have a query about comms. we'll set our 
communications guru Dave Winder on the case. Toby 
Simpson is our code clinician. If you've got problems with 
anything from C to assembler, try taxing his little grey cells. 
Finally, we've got a man you can rely on when It comes to 
operating systems programming - Paul Overaa. 



PRINTED CIRCUIT PRINTING 

— I I am currently using Pro-Net 2 and 
Pro-Board 2 to make PCBs for my 
»*^l ~5 electronics work and although they 

work reasonably well, they still leave 
iOFTWARi a great deal to be desired. For a 
start they only work from Workbench 1.3 and do 
not appear to work with my NEC P2200 printer. 
Do you know of any commercial PC CAD 
packages that don't cost an arm and a leg; will 
work on a standard printer; and can output to a 
laser for transparency work. 

I'm not Interested In the PD route, but if that 
Is the only option left open to me could you give 
me some Idea of the programs? Also, could you 
print my full address since I would like to hear 
from anyone else who uses the Amiga to produce 
PC boards. 

Mr A. Bradley 
Uncoln LN4 1HF 
I must confess to having no experience with 
autorouters on the Amiga and although I also have 
a Macintosh and a PC. I'm still masochistic enough 
to do everything by hand! That's what I get for 
being brought up on a diet of ETI and stripboard... 
oh well. The only design programs I've seen on the 
Amiga were in the "Fish" collection and they 
weren't really up to much. 

One route you could take is buying an emulator 
for your machine: such as the Vortext Golden Gate 
and getting hold of one of the low-cost commercial 
PC autorouters. The reason these have not taken 
off on the Amiga is, I suspect, that very few people 
have the hi-resolution monitors required to do the 
Job properly. If any readers have experience in this 
area, I would like to hear from them too. Mark 

MARK THE RIPPER 

Is there a program grabbing sounds 
and music where you press one hot- 
key to start recording and another to 
finish, and then the grabber puts the 
data Into a file which can be loaded 
Into a soundtracker straight away? 

Mark Pierce 
Poyrrton, Cheshire 
What I think you mean is that the program saves 
the music from a game or demo as a soundtracker 
type tune, which will load into a tracker program 
with all the sounds and channels and stuff ready to 
be edited or whatever? Such programs are knows a 





"rippers", and I am reliably informed that currently 
the best of the bunch is called Exotic Ripper. 
Should be available from any PD library. Jeff 

OBSCURING PROBLEM 

I've Just been designing a small 
booklet In ProPage for our local 
Summer Gala, and I drew some 
pictures to use In It. I drew a small 
shield for one advert, which I thought 
was quite good until I used it. The shield has a 
rounded bottom edge, but the box It is In doesn't, 
so It obscured slightly more of the graphic 
underneath It (vertical parallel lines) than H 
should have done. I had to fill in around the 
bottom with some short lines to make the picture 
complete again. 

I had problems with one line. I simply could 
not get it to be straight when printed. I checked 
the line at 400% magnification and It seemed OK 
on the screen. I drew one line and cloned the 
rest, so they should all have been the same. Any 
ideas why this one didn't want to play the game? 
Also, Is there any way to have a box with rounded 
edges, and is Gold Disk going to develop ProPage 
any further? 

A Bradley 
Uncoln 
You didn't tell me what software you used to draw 
the shield, so I'm going to guess it was a bitmap 
created with DeluxePaint or the GrE graphics editor 
that comes with ProPage 4. Bitmaps have to be 
rectangular, so even though your shield is an 
irregular shape it has to be saved in a rectangular 
bitmap, which then has to be imported into a 
rectangular bounding box. ProPage does not allow 
any "transparent" colours for bitmaps, so white is 
always white, never see-through. 

Your graphic would have been better drawn in a 
structured drawing package like ProDraw. With this 
you would have first drawn your vertical parallel 
lines, then created the outline of the shield as a 
single object and given it a white fill colour. When 
you then placed this on top of the lines, you would 
have got the desired effect of the lines running 
continuously behind the shield. Next you would add 
the design for the face of the shield, then finally 
group the lot. save it as one structured graphic and 
Import it Into ProPage. 

Alternatively you could have just drawn the 
shield and shield face design in ProDraw. again 



with the white fill colour for the shield, and 
imported just that on top of lines drawn in ProPage. 
Structured drawings can be any shape you like and 
can have transparent areas around the edges 
(select Transparent in the Active Box requester); 
bitmaps must be rectangular and can't have 
transparent areas. 

The printout glitch is a frustration which 
sometimes happens with structured graphics - on 
all platforms and with all software, not just with 
ProPage on the Amiga. It is closely related to the 
output resolution and is probably caused by 
rounding errors In the vector calculations - the 
higher the output resolution, the fewer (or the 
smaller) the rounding errors. Then again It could 
simply be a bug in ProPage. Try deleting the 
offending graphic/line and drawing it again from 
scratch. This creates a complete new vector with 
completely new numbers which may not suffer so 
much from the rounding errors as the previous 
vector. 

As far as I know Gold Disk has no plans to 
further develop ProPage. There Is some talk of 
fixing it because it appears to have all sorts of 
problems in 16-colour mode on an A4000 running 
Klckstart 3.1, but I certainly wouldn't hold my 
breath. Probably best to pin your hopes on 
PageStream 3. Jeff 

SCRAMBLED DISPLAYS 

Having read good reviews of the 
Mlcrovltec 1438 multiscan monitor I 
decided that It sounded like a good 
Investment. After some shopping 
around I finally made my purchase 
from Silica in Glasgow. 

On returning home with my prized new "toy" I 
immediately connected the 1438 up to my Amiga 
4000/030 via my GVP G Lock's RGB pass- 
through. On powering up I was pleased to see a 
familiar. If somewhat duller-than-normal screen. 

Then I decided to try some of the higher 
resolution screen modes. I made sure that the 
DblPAL. Multiscan and Euro72 drivers were all 
ready and available and then selected mode 
promotion and a DblPAL screenmode. 

Imagine my surprise when instead of the pin- 
sharp display I had expected the screen was 
distorted almost beyond recognition! I tried the 
other screen resolutions mentioned above but the 
monitor would not lock to any of them. 
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I'M GOING FOR IT... LIFE AFTER REDUNDANCY 




I am possibly soon to 
be made redundant 
with a large payout 
(mora than £30,000) 
to smooth my furrowed 
brow. I fully Intend to try to work for 
myself and do something with my 
computer In desktop publishing. 

My currant computer and other 
hardware is as follows: A1S00, 
8833 monitor, NEC P 2200 24-pln 
printer, 68030 accelerator with 
4Mb RAM and 68882 co-processor 
on It, 210Mb SCSI hard disk with 
4Mb RAM on It, Golden Image 
mono hand scanner. I also have a 
Microway Flicker Fixer but do not 
have a murtlscan monitor. 

The software I use Is: ProPage 
4.1. ProDraw 3, Superbase Personal 
4, Excellence 3, Maxiplan 3.5. 
Would ADPro be of any use to me? 
Do you consider this enough to 
start In business? If not, what 



would you consider I would need to 
buy In order to have a half-decent 
chance of success? Maybe a larger 
hard disk? Or a flatbed scanner? A 
laser printer would be needed I 
think for proofing? What about a 
24-blt graphics card? 

I know that success Isn't going 
to happen, even with the very best 
equipment, if you are no good at It 
or can't get the work. But I think I 
have a reasonable flair for drawing 
and Intend to give It a whirl. 

A Bradley 
Lincoln 
Look, I'll talk about equipment and 
stuff in a bit, but first I want to give 
you some general advice about 
striking out on your own. Please take 
the time to read and think about it 
because you are making a life 
decision and it is so easy to rush in 
full of enthusiasm for the dream but 
blind to the unpleasant realities. 



The decision you make may not 
affect only you, but also the rest of 
your family - most especially your 
wife and children if you have them. 
When you go into business for 
yourself you must expect to earn 
absolutely nothing for at least 18 
months, perhaps longer. This will 
mean going without certain of life's 
luxuries - luxuries like steak for 
dinner, nights out down the pub, a 
new suit of clothes, repairing that 
leaky roof... As for holidays, new 
cars, new furniture and so on, forget 
It. Believe me. that £30,000 may 
sound like a lot right now, but It's 
easy to fritter it away very quickly 
when there is no money coming In. 

So If you are married, Mr 
Bradley, you need to talk to Mrs 
Bradley about it and make sure both 
of you understand that before you 
can go out and order that Rolls the 
lifestyle you are both used to is 



going to change for the worse, for 
quite some time. You will both have 
to accept that for two or three years 
you may have to work 16 hours a 
day, 7 days a week. You will become 
strangers. You both have to 
absolutely accept this and figure out 
the best way to live with it. One way 
Is for both of you to get Involved. You 
do the DTP, your wife runs the 
business side - getting the clients, 
keeping the books, chasing the 
Invoices... By all means come up 
with your own solution, but you must 
deal with it before you start because 
you cannot expect your chosen 
partner in life to happily put up with 
you disappearing for a long time. 

And if you've got children, then 
you should talk to them as well. They 
may have to go without that latest 
games machine, wear cheap pumps 
instead of Reeboks, take a cut in 
pocket money... It's only fair that 



Thinking I had a faulty monitor I called Silica. 
They suggested I bring the monitor In for 
Inspection. I did, and was very courteously dealt 
with. I was amazed to see that the monitor 
worked perfectly In DblPAL on one of Silica's 
A4000/030s. 

I explained that I was using a G-Lock with my 
set-up and the assistant quickly produced one 
from stock and connected It up. As before, the 
screen became very distorted and was only cured 
by reverting back to a standard PAL screen. The 
assistant reconnected a stock 1438 to the 
A4000/030 and G-Lock setup and once more the 
screen became distorted In OblPAL mode. 

It was obvious that both the monitor and 
genlock worked perfectly when Independent of 
each other but when put together they will only 
produce a standard PAL screen. 

The point Is, why are we not told about such 
problems before we part with our hard-earned 
cash? One of the Amiga's fortes is Its application 
In video work which, for most users, will Involve 
the use of a genlock. Are all genlocks likely to 
exhibit the same failure to pass higher frequency 
signals through the RGB port or Is this peculiar to 
the GVP G-Lock or to low-end genlocks generally? 
Or Is this a limitation of the Mlcrovftec monitor 
which other multiscan monitors do not have? 

Perhaps you are aware of this type of 
problem? if so, maybe I should have been aware 
of It too - but I've never seen anything In any 
publications relating to It. 

Incidentally, Silica were extremely helpful and 
refunded my outlay without any hesitation, but 
perhaps other suppliers might not be so 
understanding or as willing to return your cashl 
So, my suggestion Is. "buyers beware"! 

Dave Murray 
Westwood, East Kilbride 
There's a simple explanation your problem: 
genlocks convert the Amiga's RGB signal to a PAL 
video signal so that they can do their overlaying 
with Incoming video. A PAL video signal runs at 
around 15KHz horizontally. When you input an RGB 
signal to the genlock at higher than normal 
frequencies (e.g. 30KHz or more, such as provided 



by DblPAL or other mode promoted screen modes) 
the genlock is unable to convert it to a PAL video 
signal, hence the scrambled RGB output. Genlocks 
require a 15.6KHz PAL video input. 

However, to display the higher screen modes 
requires syncing the monitor to higher frequencies 
and this requires that it be fed a correct signal. A 
DblPAL signal fed through a genlock will exit the 
genlock's RGB pass-through in a mess, so the 
monitor tries to display that mess. It does, but it 
Isn't what you want. 

Unfortunately, this is how things go. All your 
equipment is probably working fine, but it was not 
designed to be put together in the way which you 
tried. A solution (though I don't know where you 
might find one) is to get hold of a switching box 
which will take the RGB output from the Amiga and 
switch it between either your G-Lock or your monitor 
so that you can do video work when you want to or 
have mode promoted screens at other times. 

I don't know of any genlocks which will allow 
you to work In higher screen modes (there probably 
aren't any) so you'll just have to use the switcher 
work-around or be prepared to disconnect your 
genlock when you don't need to do video work and 
use promoted screen modes. Gary 

PANDAAL GONE AWAY 

Recently I bought a Zydec mono 
hand scanner from a market stall. 
Everything seemed in good order but, 
sadly, the software - DaataScan 2.0 
- was faulty. I wrote to Pandaal, who 
make the software, but they have moved on. 

Do you have any Idea of Pandaal's new 
address, or maybe another software package that 
will work with my scanner? 

Peter Alan Taggart 
Wootton, Wilts 
Alas. Pandaal ceased trading some time ago. And. 
alas again, hand scanner software works closely 
with the scanner Interface so It's not just a case of 
getting some more software. Both Power 
Computing (0234 273000) and Golden Image 
(081-365 1102) will supply you with new software 
and scanner Interfaces to use with your existing 





scanner head. left 

NEW AMIGA, NEW PROBLEMS 

My query is In regard to using two 
video titling programs - Broadcast 
Tttler 2 and Pro videoPlus - on my 
new A1200. Both programs used to 
work fine with my A500 but now I've 
got problems. 

When I boot using the ReLocKick disk I can 
get BT2 to boot with no problems but If I Install It 
on my hard drive I am Instantly confronted with 
the font requester page and that's where It 
sticks. What's going on here? 

When I try to run ProVldeoPlus ail I get Is a 
Workbench screen. Helpl 

Frank O'Shea 
Pontardulals, W. Glamorgan 
I'd hazard a guess that ProVideoPlus doesn't work 
on your A1200 because it's quite old now - and 
certainly pre-AGA in its design. Which would mean 
that It wasn't written to run on AGA machines such 
as the A1200. and so it may not work properly. As 
seems to be the case as far as you are concerned. 

As for BT2, 1 spoke to distributors Meridian 
Software and they said that they've been Inundated 
with user problems in regard to BT2 working on 
AGA machines. Apparently It works OK on some 
machines and not on others - but nobody seems to 
know why. Meridian suggest that you call or fax 
Innovision Technology (Tel: 0101 510 638 0800. 
Fax: 010 510 638 6453 - marked for the attention 
of Tom Patrick), the makers of BT2 and ask them If 
they've solved the problem yet. There was 
suggestion that Innovision were going to release a 
version of BT2 which supported AGA but this 
doesn't seem to have happened yet. 

So it seems that you're stuffed, at least as far 
as BT2 and PVP go. My best suggestion would be 
to first contact Innovision, then - If you get no Joy - 
consider shelling out some big bucks for Scala 
MM300. You could also try using WB3 instead of 
ReLocKick and see if that helps. 

The bottom line is that times change, 
machines Improve and some software gets left 
behind. Unfortunately, that's how It goes In our 
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I'M GOING FOR IT... LIFE AFTER REDUNDANCY 



they should be consulted because 
your decision is going to affect the 
rest of their lives, hopefully for the 
better, but maybe for the worse, and 
definitely for the worse for two or 
three years, which seems nigh on a 
lifetime to children. 

And so we get to equipment. The 
most important bit Is that grey soft 
stuff between your ears. With 
enough quality wetware you can work 
wonders with next to no hardware 
and software. What you've already 
got - hardware and software I mean 
- Is plenty to get started. There will 
be thing you will not be able to do. 
So don't do theml Look at what 
you've got. decide what is and isn't 
possible, and then just do what is 
possible. Later, when you can afford 
it. or when a definite Job Is In 
prospect but one that requires more 
equipment... you can buy more. 

PostScript still rules the DTP 



world, so I would say you have to be 
PostScript compatible. You will need 
to proof your PostScript output, so a 
PostScript laser printer will be one of 
your most important assets. If you 
intend to provide clients with full- 
colour documents that Include 
photographs, then a 24-bit flatbed 
scanner is essential. If you are 
scanning in 24-bit colour, then lots 
of memory (16Mb, preferably more) 
and lots of storage space (1Gb 
perhaps) will be a requirement. 
Although a 24-bit graphics card Isn't 
essential, it sure helps if you want to 
retouch or manipulate 24-bit 
graphics. If these full-colour 
PostScript documents and graphics 
have to be transferred to an output 
bureau (they will), then a removable 
storage device (like a SyQuest) will 
be required. In this paragraph I've 
Just spent about £4.000. See? It's 
dead easy to spend money. 



So my advice is to first assess 
what your prospective clients will 
require of you. then spend no more 
than Is necessary to add to your 
equipment so as to fulfil those 
requirements. Pardon? You don't 
actually have any prospective 
clients? Teh. tch, tch. Bad. Very bad. 
It's no good deciding what you can 
do and then trying to sell It. That's 
what artists do and you want to earn 
some money rather than have 
people admire your work and walk 
away, don't you? So you have to find 
out what it is people want to buy. 
and then provide It 

How do you find out? Very 
simple. You ask. Walk into any place 
of business, point at some 
promotional material (brochure, 
booklet, poster, letterhead, business 
card...), compliment It (never, ever, 
criticise!) and tell them that's what 
you do and that you are local and 



could give them a competitive price 
for the same quality. (But. boy, had 
you better be able to dellverl) Don't 
know what to charge? Yup. tricky 
one. You'll have to somehow find out 
what they are paying. That's why the 
most important equipment you own 
is that grey squishy stuff between 
your ears. 

Now then. I hope I haven't put 
you off because working for yourself 
can be the most rewarding 
experience. At times you may feel 
absolutely shattered and wonder 
how you will ever make ends meet. 
but when those ends do meet, the 
tiredness fades away and Is 
replaced by the most wonderful 
feeling of accomplishment. I wish 
you all the luck in the world. Mr 
Bradley, and I'd love to be there to 
see your face when you frame and 
hang that first piece of paid-for work 
on the office wall, Jeff 




fast-moving world of high-tech. Gary 

LETTER FROM AMERICA 

I'm In the USA so this Is mostly an 
1/ lA NTSC question. I have a regular VCR 
with flying erase heads but It Is not 
frame accurate. I use my 1Mb Amiga 
500 for creating animations but 
because of my limited RAM I splice my small 
animations Into larger ones by recording them 
onto my VCR. Which leads me to my three 
questions which I can't seem to find the answers 
to: 

1) What are the "legal" colours on a NTSC (or 
PAL) system? I'd like to know this so that my 
colours don't bleed all over the place. 

2) Why do most books on DeskTop Video 
recommend using Interlaced screens? My non- 
interlaced animations seem to record Just fine, 
whilst some of my laced ones are still flickery. 

3) Why don't we have magazines as good as 
your* In the US? 

David Myers 
Cleveland, Ohio 
1) The "legal" broadcast colours are those which 
do not exceed the agreed technical limits of 
saturation and luminance (brightness) in order that 
they do not bleed excessively or cause other 
problems when displayed or recorded as video. In 
general this means that no very bright colours are 
used, rather they should be toned down somewhat. 

As an example I made a four-colour screen In 
Deluxe Paint using the following colours: Red (R15 
GO BO). Cyan (RO G15 B15I, Green (RO G15 BO) 
and Yellow (R15 G15 BO). By passing this image 
through Art Department Professional v2.5's 
Broadcast Limit Operator the colours were modified 
as follows, depending on whether NTSC or PAL and 
Luminance or Saturation were used: 

NTSC/Lumlnance - Red (Rll GO BO). Cyan 
(RO G10 BIO). Green (RO G13 BO) and Yellow (RIO 
G10 BO). 

NTSC/Saturatlon - Red (R12 GO BO), Cyan 
(RO G12 B12). Green (RO G14 BO) and Yellow (R14 
G14 B2). 

PAL/Luminance - Red (R8 GO BO), Cyan (RO 



G8 B8), Green (RO G10 BO) and Yellow (R9 G9 BO). 

PAL/Saturatlon - Red (RIO GO BO). Cyan (RO 
Gil Bll). Green (RO G13 BO) and Yellow (R13 
G13 Bl). 

As you can see. each of the colours has been 
modified within the bounds dictated by ADPro's 
Broadcast Limit operator. Of course, if you don't 
have access to ADPro you could Just ensure that 
the colours you use aren't oversaturated - for 
example Instead of bright red (R15 GO BO) use a 
darker red (e.g. R12 GO BO), and so on. 

2) Interlaced screens provide twice as much 
vertical information as non-interlaced ones (i.e. 
double the number of horizontal lines), and so 
produce cleaner-looking animations with smoother 
diagonal edges. 

Sometimes only an interlaced screen will be 
stable enough to work with certain genlocks but 
you're right, non-interlaced screens work perfectly 
well in most cases, particularly If memory is tight or 
higher resolutions aren't strictly necessary. The 
most likely reason why some of your interlaced 
screens and animations flicker Is that thin 
horizontal lines are either too close together or in 
highly contrasting colours. Try messing with the 
palette you use and avoid large colour contrasts 
when drawing thin lines. 

3) Maybe because the established Amiga user 
base in the US is much smaller than in the UK and 
Europe and can't support such magazines, 
especially since many of the Amigas in the US are 
being used for fairly specific applications such as 
video production. Don't forget that you DO have 
Amiga World and Amazing Computing, however. 
Gary 

ASOO PLUS? 

I am contemplating upgrading my 
A500 to Workbench 3.1. changing 
my printer to a Canon BJC600, 
getting a decent monitor and fitting 
an accelerator to use the machine 
for DTP. Is there any way I can modify the 
machine to read Zorro II or III cards so I can fit a 
24-bit expansion card? I am aware the electronics 
Involved is quite complex, or Is this a case of 





complete upgrade? 

Morris Jones 
Thomaby, Cleveland 
The sort of upgrade you're asking about Is far 
beyond what could be done with the A500. Zorro II 
is possible (indeed, such an expansion used to be 
produced, but it died a death); Zorro III Is much 
faster and Intended for bigger processors such as 
the 68030/40. For the sort of money you're 
thinking about spending you'd be much better off 
buying a new A4000/30 which has much faster 
graphics and a far better CPU. (I know of a 
Workbench 2-based A1500 for sale In your area, 
see Chris In the Middlesbrough branch of Maplln 
Electronics. Such a machine is easily upgradeable 
and there are many more options for it.) Mark 

GOING INTO BUSINESS 

I am going to use my A4000/030 
(2+8Mb. 80HD) as the basis for a 
business venture and would much 
appreciate your help. The Amiga will 
need to be connected to three 
chained SCSI devices: a flatbed scanner: a large 
external hard disk; and a removable storage disk 
of some kind, probably an optical disk or SyQuest. 
Can I simply connect the above devices and set 
their SCSI IDs, or do I have to remove some 
resistors? 

I want to treat the removable media as a PC 
format device. Commodore gives an example In 
the Workbench 3 manual of altering the mountliit 
for CrossDos to do this for a SyQuest. If the 
manufacturer does not provide Amiga driven, 
could I easily design a new mountllst entry for 
another SCSI device like a 1.3Gb optical disk? 
Are there any good books on this subject? 

What Amiga software drives SCSI scanner*? 
I'm interested in the Epson GT-6500. and 
especially the HP ScanJet Ilex. What software It 
best for cleaning up large, 16-greys scans? 

Lastly, does ProPage 4.1 give reasonable 
WYSIWYG of large scanned Images (A4, 300 dpi, 
16-greys) on a 640 by 512 16 colour screen so 
that I can get a good representation of what my 
final output will look like? I don't want to resort 
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to graphics boards or slow 256-colour AGA. Is 
ProPage capable of dealing with black and white 
A4 documents that contain well over 250Mb of 
•canned graphics data? 

I know you are probably thinking at this point 
"Please go to your local Apple dealer straight 
away and get him to slap you around the head 
wrth a couple of PowerPCs", but there is method 
to this apparent madness. 

Paul Field 
London SW.18 
I'm not thinking that at all, although the DTP task 
you describe may need more memory than you 
currently have. We'll get to that in a bit, first SCSI. 

You don't have a SCSI interface with the 
A4000, so your first stop is to buy one. There are 
various options, and the absolute best advice I can 
give you Is to approach a single Amiga dealer to 
supply you with the SCSI card, the large external 
hard disk, and the removable storage device. 

A reputable dealer will ask plenty of questions 
to ensure that he is supplying you with exactly what 
you need, and he will be able to help you with any 
Installation problems you may have, including 
writing mountlists if necessary. When you buy from 
a reputable Amiga dealer you don't need good 
books on the subject. 

Before spending your money, ask the dealer if 
he Is prepared and able to provide you with this 
sort of after sales service - if he isn't, then shop 
elsewhere. Brian Fowler Computers (0392 
499755) would be a good place to start. 

One fact I should prepare you for is that to 
format a hard disk or removable disk as PC format 
you will require version 5 of CrossDos. The version 
which comes with the Amiga is an earlier version of 
CrossDos which can format floppies as PC disks, 
but that's all. However, if the removable media is 
already PC formatted (at work, by a friend...), the 
version of CrossDos which comes with the Amiga is 
fine for reading and writing to that media. 

On to the second of your questions. The Epson 
GT scanners are the best supported flatbed 
scanners on the Amiga. Alas, there is no Amiga 
software which drives an Epson GT scanner via a 
SCSI interface, so you'll have to plug it into your 
parallel port. While this isn't quite as fast as 
driving it via SCSI, it works well. 

However, if you want a printer plugged in as 
well you'll have to get a switch box or multlport 
card that Is fully wired for bidirectional parallel data 
transfer. The best one-stop Amiga software for 
scanning and retouching scans is ImageFX. Many • 
users prefer the ASDG scanning software that goes 
with ADPro. but ADPro is useless for retouching. 

Now then. This is where we get to the possible 
memory problem I mentioned. For greater 
processing accuracy, image processing and flatbed 
scanning software will hold greyscale data 
Internally in 8-bit format, even though you may be 
displaying it in 16 greys. A 300 dpi A4 scan will be 
around 2500 by 3500 pixels; at 8 bits per pixel 
this calculates to 70 million bits of memory 
required to store the image data, which is 
approximately 8.5Mb. 

As you have just 8Mb of expansion memory, 
there is no way you are going to be able to scan (or 
load) such a large image unless you use virtual 
memory. ImageFX has built-in virtual memory 
support - it's data caching really, which doesn't 
require an MMU so will work on the A4000/030 - 
but you'll find that while you may be able to accept 
the decreased scanning speed, it will be 
frustratingly slow to work with when retouching. 
Your only realistic options are to buy more memory 



(another 8Mb to be comfortable) or to scan at a 
lower resolution. 

Now ProPage. When run in 16-colour mode, 
ProPage 4.1 reserves just four greys for displaying 
coloured and greyscale bitmaps - that's black, 
white and two shades of grey. The other 12 colours 
are reserved for the user interface and for 
displaying structured drawings and fonts in colours. 
This 4-greys representation Is normally good 
enough to see what the bitmap is and to position It 
or put words on top of it or whatever, but it is 
certainly not WYSIWYG. 

You cannot really blame ProPage. it is a simple 
limitation of working on a 16-colour screen. If you 
want a better WYSIWYG display then you can flip to 
256-colour mode, then flip back to black and white 
or 16 colours to continue work. 

For display purposes, ProPage holds bitmap 
data internally In only as many bitplanes as the 
screen mode. So in 16-colour mode your single 
300 dpi A4 scan will consume about 4Mb of 
memory. I don't know where you get your figure of 
"250Mb of scanned graphics data" — keep In 
mind that a bitmap's filesize bears no relation to 
the memory it will consume; that's decided by the 
depth and pixel dimensions of the bitmap - but if 
we say you want 10 different A4 300 dpi scans in 
the document, then you will require about 40Mb of 
memory to hold them all in RAM. 

Naturally this is asking too much, so you will 
have to keep all the graphics "hidden" — which 
means you will load and position them one at a 
time, but before loading the next one you will first 
"unload" the previous graphic so that ProPage can 
free the memory that graphic is consuming. On the 
screen you will get a rectangle with a cross through 
it. Naturally you may reload the graphic at any time, 
provided you have enough free memory of course. 

At print time you may require even more 
memory because the real bitmaps (as opposed to 
the quick display representations) are loaded into 
memory again from disk. Printing in Greyscale 
mode will use 4 bits per pixel (for the whole page, 
not just for bitmaps), printing in Colour mode will 
use 12 bits per pixel. ProPage 4,1 has a feature 
which enables printer data for bitmaps to be 
cached temporarily to hard disk, which will enable 
you to print the kinds of massive bitmaps you want 
to work with without having to buy megabucks of 
memory, but you may find that this cache will need 
to be set to 50Mb or more if there are many large 
bitmaps on your pages. 

Naturally you must first ensure that at least 
this amount of free space is available on the hard 
disk. This is for "preferences" printing by the way - 
printing to a dot matrix printer using a Workbench 
printer driver. If you are outputting to a PostScript 
device you will not require a lot of memory in the 
Amiga for printing as the pages are imaged in the 
printer's memory, not in the Amiga's memory. 

So you see the platform you are using is only a 
small part of the solution. The A4000/030 is just 
as capable of doing what you want to do as is a 
PowerPC, though not as quickly without some 
speed-up hardware, but the bottom line, as it is on 
any platform. Is memory and storage space. Jeff 

IBM MONITOR TO AMIGA? 

I have an old IBM XT computer which 
// Jk I I use to receive weather fax 

; ' ' information. It has an IBM 5153 CGA 
colour monitor connected and I was 
wondering If I could use this monitor 
with my Amiga 500 instead of the A520 
modulator/TV setup I currently use? 




If so. what would be the connections to the 
Amiga's RGB output? I have no Idea what each of 
the leads on the existing IBM 9 way D connector 
do but the plnouts are as follows: 

l:Green. 2:Black. 

3:Red. 4:Violet. 

5:Blue, 6:Yellow, 

7:Blank, 8:0range, 

9:Whlte. 
Alternatively, If you know of any Amiga fax 
software I could lose the IBM doorstop 
altogether. 

Alan Collier 
Plymouth 
I'm pretty sure that you won't be able to connect 
your A5CO to the IBM 5153, unless you have a 
flicker-fixer installed in the 500, because it is likely 
that the monitor will run at a higher frequency than 
your Amiga can provide (hence the need for a 
flicker-fixer/scan-doubler). Even if you did manage 
to connect it, you would probably only get a 
maximum of 16 colours on screen. 

Incidentally, the colour of the connection 
wires aren't much use to me - I'd rather know 
whether the connections are RGB. where the sync 
signal is Injected etc. But since you don't have 
this information, and I don't either, then we're 
rather stuck. 

There certainly are fax programs for the Amiga, 
though which variety you get depends on the 
modem you have (which you don't mention). The 
program I use with my Supra v32 FaxModem Is 
GPFax, which you can get from First Computers In 
Leeds for around £50.00. It works pretty well for 
me, but you do need to get a version which Is 
compatible with your modem. There Is also at least 
one PD fax program but I've never heard of anyone 
having any success with it so I won't tantalise you 
with further details. 

In the end you may have to buy a new modem, 
along with suitable Amiga fax software, before you 
can finally dump your old IBM. Gary 

UPGRADE ANGST 

I have an A1500 and want to 
upgrade to an AGA machine. Keeping 
In mind the present situation with 
Commodore, I don't know what to 
do. Should I go for an AGA Amiga, or 
should I go for a PC compatible? And why? If you 
favour an AGA Amiga, would you recommend an 
A1200 or an A4O00, keeping In mind that I may 
want to make my system PC compatible? 

KamalAkhtar 
Faisaibad, Pakistan 
Simple decision. If you want an Amiga, buy an 
Amiga. (Why? Because that's what you want). If you 
want a PC, buy a PC. (Why? Because that's what 
you want.) If you want an Amiga and a PC, then 
either buy both, or buy an A4000 and Emplant - 
always assuming the Emplant IBM module actually 
arrivezzzzzzz... Jeff 

SNAKE BITE 

I enclose a copy of a letter I have 
sent to Power Computing regarding 
problems with the Viper Accelerator 
board. Do to the fact this Is a very 
expensive piece of hardware with 

good overall ratings and from a highly respected 

company, I thought you might like to comment on 

these problems. 

Ricardo Jorge Rlbelro Agular 
Maderia, Portugal 

We don't have the space to reproduce Ricardo's 
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epistle in its entirety here, but the general drift 
surrounds problems with the 28MHz version plus 
50MHz 6882 and 8Mb RAM. At £600, Ricardo was 
tight to complain since this is an extremely 
expensive piece of kit. However, I can only 
comment on the review model we were sent for 
test and this did not exhibit any of the problems 
mentioned; apart from the physical ones 
mentioned In the review and these are more due to 
Individual Al 200s than the expansions 
themselves. 

It appears Ricardo has got a "Monday 
morning" board and Power assure me they are 
treating the matter with some urgency. Since 
Rlcardo's father bought the board in the UK, the 
contract would come under the UK "Sale of goods 
act" and under this he in entitled to a full refund or 
replacement. Personally, I'd opt for the 
replacement though: the Viper 28 represents 
excellent value tor money and my original 
comments stand. Mark 

MORE POWER TO YOUR 
CLOCK? 

My A.1200 Is fitted with a Prima RTC 
module. GVP A.1230 and 4Mb RAM. 
Since fitting the A 1230. the machine 
refuses to recognise the Prima. I 
have written to QVP and they 
suggest, the power supply may be at fault and 
one of larger capacity may be In order. Could I 
use the PSU from an A500? 

Evan Morris 
Ripley, Surrey 
Whoever gave you that sort of answer obviously 
does not know the first thing about the machine 
and has no business handing out advice. It 
strikes me, you didn't get it from GVP in the 
States, but from one of their European distributors: 
no names, no pack drill: they know who I mean and 
they ought to be the first against the wall when the 
revolution comes. 

Last time I looked at an A1230, it had a RTC 
all of its own and I suspect the real problem is that 
the Prima and A1230 are clashing with each other: 
I haven't been able to find a machine with a Prima 
fitted to test this. I'd suggest you remove it and 
check the clock program again - at least that way 
you should be able to identify the culprit - it 
certainly is not the power supply. Power supplies 
are blamed for a variety of problems and, although 
not entirely without problems, are more maligned 
that real figures suggest they deserve. Mark 

WHERE ART THOU, 

68010? 

I read In an old Issue of Amiga 
Shopper that the 68010 could be 
used as a pin tor-pin replacement for 
the standard 68000 to gain a small 
speed Improvement. I don't want to 
go to the expense of a large upgrade since I wish 
to change the machine quite soon, but this 
upgrade was appealing. However, try as I might, I 
cannot find anyone locally or otherwise who 
stocks this particular device. Can you help? 

P. O'Neill 
Halesowen, West Midlands 
The 68010 is like rocking horse droppings: 
proverbial and about as much practical use too. 
The most notable change for the 68010 was a 
single Instruction moved to Supervisor status and 
precious little else. The actual speed improvement 
Is measurable, but barely noticeable - you'll just 
convince yourself it works. More importantly, a lot 





of software will not work because of the design 
change. (Some pundits have suggested the 68010 
was a bug fixed version of the 68000. it depends 
who you listen to.) 

Personally. I wouldn't waste time or money on 
this "side-grade" because it may make your 
machine less attractive to games players when you 
come to sell it. If you're determined to get one. you 
could try a local electronics dealer: most will be 
able to order you one from the trade firm, Radio 
Spares (aka RS) whose name for high quality is 
only matched by its premium prices. Mark 

HIGH DENSITY BOOT 

Some time ago, I bought a KCS HD2, 
dual high-density drive as reviewed in 
the January issue. This Is all you said 
ft was, but I wonder If you can tell 
me: 

1. When is the long-awaited software upgrade 
coming? 

2. How can I boot from high-density disks? 

3. Is It possible that the drives may be out of 
alignment? I seem to be getting a lot of disk read 
errors recently? If so, do you know of any 
diagnostic software to periodically check for such 
errors. 

4. Would the KCS Power PC emulator be a 
good buy? 

5. Can you tell me why the DOS error 
messages Invariably Insist on a RETRY when you 
click the CANCEL gadget? 

Robert Atkinson 
Evte, Orkney 
As the reviewer responsible, I'm glad you found the 
comments accurate - but I'm sad to hear you've 
had problems. 

X. Pass. At the time of writing I have not heard 
anything either and KCS have been unusually quiet 
- a calm before the storm perhaps. Also. KCS head 
honcho. Krijn Kolff finally became a proud father 
earlier this year, so that may explain it tool I have 
raised your comments with Bitcon Devices (I'm 
sure you're not the only person eagerly awaiting 
the upgrade) and they suggest it should be 
available by the time you read thisl 

2. You can't at present. This would require a 
special resident program which was promised as 
part of the upgrade package. I doubt it will ever be 
possible to cold-boot from an HD; this privilege is 
probably going to remain a job for hard disks. 

3. My personal experience of HD disks 
suggests this more likely to be faulty media (cheap 
disks?) than a fault with the drive. My Macintosh 
regularly refuses to format HD disks which appear 
to work fine on the Amiga and this suggests the 
Amiga's hardware-level error checking is lacking in 
some way. I have also noticed, that HD disks seem 
to suffer with a shorter use-span and have a much 
higher failure rate. I should emphasise, this is my 
personal experience and serious testing would be 
needed to check the hypothesis. (It's worth noting 
here, most machines sporting an HD format also 
employ hard drives, so the floppy disks get much 
less use: cause for concern methinks.) 

4. Yes. But they are increasingly in short 
supply since KCS ceased production. You might 
still be able to get one second-hand though and it 
remains the most usable PC emulator for smaller 
machines. (At the time of writing, Bitcon Devices 
have a very limited supply of A500 models left at a 
reduced price.) 

5. This seems to be some curious pathology 
hidden deep in AmigaDOS (more accurately, the 
trackdisk device). I discovered this when writing 





FMU (available from CIX and other PD sources). 
The request cannot be overridden in software 
unless you stop all requests appearing. There's a 
"feature" (OK. a bug) in FMU's "NOREQ" switch 
which effectively prevents these requesters 
appearing at all! It's rather like cracking a peanut 
with a sledgehammer, but It works in dire 
situations. Mark 

I WANT MY |M)TV! 

I recently purchased a Mlcrovftec 
\r~~\k 1438 monitor as a replacement 
1 ' for the TV which I used to use wfth 
my Amiga. 

The display is much better 
but now I can't watch TV! If I purchased a video 
recorder would I be able to connect it to my 1438 
and watch TV (and videos)? 

Joseph Robinson 
Lymlngton. Hampshire 
Bad news Joseph - since the 1438 has only 
analogue RGB input then it isn't possible to 
connect a VCR to it without the addition of a 
PAL decoder. 

Which, in practical terms tor you, means that 
you'll probably have to get a another TV. Gary 

TINY MIND BLOWN 

My PowerScan 3 uses all the 
available memory in my A500 
(2.5Mb total) and I have no trouble 
when ft comes to manipulating the 
images. However, when I load the 
scanned Images Into Deluxe Paint II I keep 
getting "Out Of Memory" messages. 

Is there any paint package (preferably one 
including some basic image processing) which 
uses fast RAM instead of only Chip RAM? Or Is 
there any software available that can be used 
with DPaint to make ft use fast RAM? 

N.Wood 
Rickmansworth. Herts 
I think you'll find that Deluxe Paint II (like almost 
every well written program) uses any memory It 
can get its pixels on - which means both Chip and 
fast RAM. 

My best guess at solving your problem is 
that either your RAM could be faulty or that your 
images are Just too big to display successfully with 
DPaint and your current memory. Remember that 
DPaint also needs RAM to run, and it Is unlikely 
that your Amiga will have less free memory after 
DPaint has loaded than when you were running the 
PowerScan software. 

Otherwise, there should be no problems. Years 
ago. when I wa^running DPaint II on a 1.5Mb 
Amiga 1000 I could still produce 70 or 80 frames 
of hires interlaced animation in up to 8 colours, 
though often I would run out of memory and have 
to split an animation into several parts. 

The solution? - either add yet more memory, or 
continue to work within the frustrating limitations of 
your current Amiga setup. Gary 

MORE RAM TO YOUR 
ELBOW 

In Amiga Shopper 27, you featured 
an article on how to modify the 
motherboard to enable Agnes to use 
the internal expansion as CHIP 
memory rather than FAST. 
If I were to do this would I still be able to add 
a further 8Mb of FAST memory to the external 
bus on my ASOO? I don't have the abllfty to try 
this myself, so I'd appreciate some hints on 
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where to go. 

Dave Taub 
Norwich 

The simple answer is yes. Once Agnes is re- 
configured to read the extra RAM as CHIP, any 
extra memory you add will be read as FAST. The 
Agnes fitted to your machine has an upper limit of 
1Mb only and the external bus is only addressed 
as FAST memory. 

A local dealer should be able to do this (or you 
provided they have a repair department but I can't 
tell you how much they would charge - I suggest 
you shop around. Many of the firms advertising in 
both Amiga Shopper and Amiga Format will be able 
to do the modification for you - but it won't be 
Cheap no matter where you go. Mark 

HERE WE GO AGAIN... 

I've acquired a Zenith Data 
Systems 11 Inch green screen 
monitor from my old school. All I 
want to know (surprise surprise) Is 
whether I can connect It to the 
composite video output of my A 500 Plus and my 
Philips 7300 TV tuner? The monitor Is 1986 
vintage and made In Taiwan. 




Sidcup, Kent 

You mention that the monitor has a phono video 
input. This is encouraging. Have you tried 
connecting your Amiga's composite output to It? If 
not, do so, because you'll soon find out whether it 
will work or not. Of course you won't get much of a 
display -Just black and green - but If this is how 
you want to view your Amiga and TV displays then 
go ahead. 

Other than that. I'm not going to bother 
wasting my time trying to find out anything else 
about this monitor because It really Isn't going to 
help you very much when it comes to anything but 
basic word-processing. Have you ever tried to paint 
in colour on a black and white TV? Well, that's 
about the level of fun you're going to get. 

Personally. I'd recommend you forget the 
Zenith (whether it works or not) and stick with the 
Philips 8833 monitor which you already have. Gary 

JUMBLED TEXT 

When I boot my machine from hard 
drive and try to read text files, the 
message "attempting to load 
C/MMPP" flashes on the Workbench 
title bar. After which. I get a bunch 




Michael Clark of Jumbled letters on the screen followed by a 



bunch of Jumbled symbols. However, when I boot 
from floppy disk and attempt the same thing, the 
text Is clearly displayed. I have the MMPP 
program on the C directory of my hard drive. 

Alan Qravenar 
Denton, Manchester 
I'm not familiar with MMPP: but the problem 
sounds like a bug in the program that assumes a 
certain library can be found and does not report it 
missing. Whatever it is, there's something on your 
Workbench disk that MMPP needs that Is not 
present on your hard disk. Assuming you have the 
same versions of Workbench on floppy and hard 
disk you could use the following (sledgehammer) 
method to fix the problem once and for all. 

1. Boot from hard drive and open a Shell. 

2. Insert your boot floppy In the Internal drive. 

3. Enter the following commands: 

PROTBCT S:St»? SUB 
PROTECT LIBS:f? SUB 
PROTBCT L:l? D SOT 
COPY raOM DFO: TO STS: ALL 

You'll get some messages during the COPY 
telling you certain files cannot be overwritten but 
this is normal: it's unwise to overwrite things like 
the startup-sequence on a hard drive with one from 
a floppy disk, but this should fix the problem. Mark 



FILL IN AND GET US TO ANSWER YOUR QUESTIONS 



I 



f you send in a question for the Amiga Answers experts, please fill 
in and Include the form below (or a photocopy if you don't want to 
cut up your magazine). And please, also make sure that you include 
I all the relevant details - version numbers of software and so on - 
ap that we have the best chance of helping you. If you have several 
questions In different fields that should be addressed to more than one 
of our experts, please send In your queries on separate forms. 

Send your form and question to: Amiga Answers, Amiga Shopper, 30 
Monmouth Street, Bath. Avon BA1 2BW. 



Hard disk: Mb as DH_: Manufacturer 



Extra RAM fitted - type, size In Mb and manufacturer 



Details of any other hardware which could help us to answer your question: 



Name: 



Address: 



Now, use this space to describe your problem, including as much relevant 
Information as possible. Please continue on a separate sheet If necessary. 



Your machine: 

ASOO □ ASOO Plus □ A600 Q A1000 Q A1200 □ 

A1500 Q A20O0 Q A3000 Q A4000 Q 

Approximate age of machine: 

Klckstart version (displayed at the "Insert Workbench" prompt) 
"□ " □ 2.x Q 3.x Q 

Workbench revision (written on the Workbench disk) 
l^Q UQ 1.3.2 □ 2.04/2.05 □ 2.1 Q 3.0 Q 
PCB revision (If known). Do not take your machine apart Just to look 

for this! 

Total memory fitted (see AVAIL In Shell for Workbench 1_3) 

Chip memory available (see AVAIL In Shell) 

Agnus chip (If known) 

Extra drive #1 (3.5ln/5.25ln) as DF_: Manufacturer 

Extra drive #2 (3.5ln/5.25ln) as DF_: Manufacturer 
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MODEMS 

Top quality (ealure packed fax-modems at amazing prices' 
AH modems Include a cable (o conned the modem lo Ihe 
Amiga, NCOMM3 software, beginners guide lo Comma disc 
end an 80 page manual All modems Include MNP 2 - 4 error 
Correction, MNP 5 data compression and are 
FAX Class t « 2 Group 3 compatible 
Please telephone for a full specification sheet 
ip-.dcom.B 14400 modem C134.M 
•a**dooin«Et 1M00 mo d em C174.M 
Speedcom+Bt HMO modem C224.M 
OP FAX software C39.M 




HARD DRIVES 

Our high speed 2 5' hard drives for 
Ihe Amiga A600 & A 1200 computers 
come complete with fitting cable, 
screws, partitioning software and full 
instructions and 12 months guarantee 
They come already partitioned with 
Workbench installed for immediate use 
We offer tree fitting for personal callers 



30mb CI 09.99 170mb C224.99 

SOmb CI 29.99 25lmb C 264. 99 

■Omb C149.99 344mb C299.99 

120mbC1t9.9d 540mb C 449. 99 



MEMORY EXPANSION 

A1200 4mb Memory accelerator with battery backed 
dock. Simple trap door filling. Almost doubles the 
(peed ol the A 1200 Zero wait state 32 bit wide 
Fastram CIM.tt. 

Expandable Memory accelerator wtth clock and FPU 
socket This memory accelerator c8n be expanded from 
2mb to Bmb and also Uava a Floating Point Unit fitted 



2m fc C 129.99. 

4mb ciiih 

•mb C339.9*. 



ZOmhi FPU 139 99 
40mhx FPU C79.9*. 
SOmhi FPU C119.99 



X-BACKUP PRO 

The most powerful disc back up system lor the Amiga 

ludes Ihe unique Autoswilch Cyclone Cartridge 
[requires an external discdrive) that will enable you to back 
up virtually any floppy disc onto another floppy disc 
Wilt also back up hard drives and Includes a full file 
management system and dozens of excellent disc tools. 

FULL MONEY BACK QUARANTEE:- If at Ihe lima of 
purchase you can find a more powerful disc back up utility. 
we will refund your money' 





FREE 

' HOW TO FIT YOUR HARD DRIVE' video and 

Stakker disc to increase Ihe drives capacity with 

every drive, 

Amiga A1200 

only C27S 

if purchased with 

a hard drive 

Price includes fitting 

A5O0/A1500 

hard drives 

also available 

nlerface Is 

,-„■, C99.99. 




CLOCK CARTRIDGE 

The clock cartridge will enable 
your Amiga to continually atore 
the correct time and dale in it* 
own battery backed mamoiy. 
Simply plugs onto the back of 
the Amiga and doe* 
NOT Invalidate the warranty 




NEW/! ONLY C19.99 



ALSO AVAILABLE 

A1200 CD ROM Drive 
CI 94.99 

Viper 68030 Turbo Accelerator 

C 169.99 
A1200 3.5 hard drive fitting kit 

£17.50 

A1200 Computer 
(Race & Chase pack)£289.99 



SOUNDBLASTER 

The SOUNDBLASTER is a 
superb stereo amplifier that 
comes complete with 
50 WATT high quality 3 
way speakers.power supply 
and free stereo headphones. 
The SOUNDBLASTER adds 
a new dimension fo games 
playing with its stunning 
stereo sound. 



MONITORS 

Excellent quality monitor* 

for a superior picture 

quality wtih reduced eye 

strain 

Sharp 14' TV/Monitor 

C174.M 

Pl«lip» 8833 mk II monitor 

C24B.M 

MlcrovHec 1438 monitor 

C2M.BB 




DELUXE FLOPPY DISC DRIVE 

Top quality Mem. Cyclone Coronet*!* 3 5 drive 

Feature* long r**ch cette, orvoll switch and 

connector CS4.M Internal replacement drive* 

A500/ASOO. C44.M A600/AI200 C44.M. 3 S 

dues Suosrvakie ouft cached or trended cute* 3 5 

0600 OK* 

QTT Bur* Bran4a4 

10 C4.2S t».JS 

2S t10.lt €11 »» 

•0 Clt.M tll.H 

100 CM-M C41.9t 

ioo cm.** tr*.»* 

no cut** cimmI 




NEW LOW PRICE C34.99 

(plus ES.OO tor postage and packing) 



PRINTERS 

These luowti CITIZEN pnniar* have a two year 
I guarantee and come comnkHa wnh a pmur cat** 
paper and printer dnva ill available) 
ABC mono 
C139.99 
ABC colour 
C1M.M 
Tractor feed una 
tor ABC nrmif-r 

car.** 

SwrJt 200 odour 
C1CO.M 

SwA 240 colour 

cat r.ao 

ProaMtt 
tllj.** 





3 i r e r 

No.l for 
mail order 

SALES HOT-LINE 
FREEPHONE 

0500 34054f 

enquiries: 061 796 52] 
fax 061 796 3208 




No.1 

for Amiga 

in Mancheste 

Order NOW for Immediate despat 
FREEPHONE 

0500 34054* 

(for credit card sales only) 
061 796 5279 for enqu. 

or tax 061 796 3208 

Open 9am to 6pm 

Monday to Friday. 

Thursdays until 8pm 

Saturday mornings 

9am to 12pm. 

Access, Visa & Switch accepts 

Send cheques 
(made payable to Siren Softwar 
Postal Orders 
or credit card details to • 

Siren Software, 
178 Bury New Road 
Whitefield.MancheiU 
M25 England 

Personal callers welcome. 

Please phone first to check 

availability of any item. 

Directions 

From M62 junction 1 7. head 
towards Bury We are 50 yarC 
on the right after the third set < 
traffic lights. 

All prices include VAT. postag 

and packing will be charged a 

£3.50 per order (U.K.), £7 50 

Europe and £12 50 

rest of the World. 
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Assembler,*,*, 

In this months Assembler tutorial Toby Simpson is going to get into some 
coding and deal with the first set of 68000 assembly language instructions. 

H 



opefully we're all kitted out with our 
Developer Upgrade Kit 3.1s and 
Assemblers. If not, see the separate box 
on how to get hold of these bits. We've covered 
the difference between machine code and 
assembly language. Assembly language Is 
effectively a user-friendly method of programming 
machine code, a program called an Assembler 
converts each line of assembly language into its 
appropriate machine code instruction. As we 
found out, this differs from compiled languages 
such as C. where one line of C code may 
generate many machine code instructions. 

Our reasons for programming assembly 
language are for control, and speed, as we know 
exactly what code the microprocessor in the 
computer is going to be running, rather than let a 
compiler choose for you. We call the assembly 
language program we have written "The Source 
Code", and the machine code file which is 
generated is the "Object Code'.We introduced two 
68000 instructions last time, 'add' and 'move', to 
help illustrate the relationship between assembly 
language and machine code. 

As you will recall, we can use the add 
Instruction to add values to something else, such 
as a register, or a memory location. The move 
instruction is for moving data from one place to 
another. With these two alone, and one other, we 
can write our first assembly language program and 
run it. So, what's our new instruction then? 

RTS stands for "Return from Subroutine". We 
will use this as the last instruction in our program, 
so that when the processor has finished running 
our program, it can return to the point from which it 
was called. If we left our program "open ended" 
and did not terminate It, then the 68000 Chip 
would continue its fetch and execute cycles, 
working its way through the memory after the end 



of our program. This could have seriously 
unpredictable results, and normally ends in a crash 
with a guru message. 

Machine code is simple - unless you tell it to 
stop at the end, It won't. Of course, there is a 
68000 instruction which we could use to simply 
halt the processor at the end, but that would be 
useless for us. Why? Because it's not just your 
program which is running on the Amiga, there is a 
master program called the operating system which 
Is controlling your machine, and it is this program 
which loads and runs yours. Unless you finish your 
program with the appropriate operation, in our case 
rts. then it won't know it's finished. We'll visit rts 
again in a while, but in the meanwhile accept that it 
has to go at the end. Let's knock up a small 
program. Type this into DevPac exactly as shown: 

move 12 , dO 

move 12. dl 

add do.dl 
rts 

Once you have typed this in, you need to 
assemble it. On DevPac. assemble to memory. To 
run the program with the debugger, select Debug 
from the program menu, rather than Run. You'll 
then be faced with a display rather like Picture 1. A 
whole bunch of confusing information there, but 
what's relevant to us is window 2, "Disassembly 
PC". You'll notice that the first four instructions 
look mighty familiar. Indeed, this Is our program. 
You can see exactly what the Assembler has 
converted it into In window 3. 

Window 1 tells us what each one of the 
registers Is currently holding. Note that our two 
moves and add have had the .w added to the end 
of them, showing that the instruction is working 
only in 16 bits. In 68000 assembly language, if you 
omit a size specifier, such as .b for byte, .w for 
word and .1 for long, then .w is assumed 





automatically. It's good practice to always specify a 
size, so we will In future. It was omitted from the 
above example for clanty reasons. 

OK. so let's run it. In M o n 

debugger), we can run one Instruction by holding 
down the Control key and tapping T. This has the 
effect of executing the first Instruction. Looking at 
Window 1, the register list, you'll now notice that 
the .w part of dO. the righter most 16 bits, now 
contains "0002". Devpac shows this information in 
Hexadecimal. This means that our first instruction 
executed OK. Now pressing CTRL-T again, the 
same happens but for dl. Pressing it a third time 
will execute the add instruction, which adds the .w 
part of dO to the .w part of dl. The result, in dl, is 
of course 4, since we've just added 2 to 2. That 
wasn't hard was it? 

CTRL-T once more will execute the RTS 
instruction, and our program will quit and the 
DevPac screen should pop back to the 
front.Granted, we have not exactly written a major 
application, but we have managed to get a small 
program written, and working. Let's try something a 
little more advanced. Above we used our registers 
to store values in. We are not limited to just the 
registers inside the microprocessor, there is of 
course rather a large amount of memory inside 
your computer which can just as easily be used to 
store information in. For example: 

move.w $50000, dO 

mova.w $50002, dl 

add.w dO.dl 

rts 

If we omit the # symbol, which means a literal 
value, then the Assembler will assume we were 
referring to a memory location. Since the dollar 
symbol $ Is used to denote hexadecimal numbers 
In 68000. the first Instruction in the above program 
moves a word of memory from byte location 
$50000 and $50001 (each numbered memory 
location stores one byte, so a word requires two 
memory locations) into dO. 

So, if 50000 contained $12 and 50001 
contained $34, the result would be dO.w containing 
$1234. We then move the word from 50002 into 
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dl, and add the two together. Simple stuff, but 
there's a problem. We're referring to absolute 
direct addresses. This means that we need to 
guarantee that the memory at 50000 is free for us 
to use. This is next to impossible on a complex 
machine such as the Amiga, which multi-tasks: 
meaning that a program can never guarantee where 
it will be loaded in memory, or what memory will be 
free at any one time. 

So, referring to absolute addresses like this is 
bad. What's the work around? Well, there's a 
couple. The first Is to make the assembler do the 
work for us. Type this program into DevPac: 

move.w locationl.do 
move.w locations. dl 
add.w dO.dl 

locntionl: dew 4 
location]: dew 2 

So, what exactly have we done here? Well, we've 
introduced something new, the dew directive, dew 
Is not an assembly language command, instead 
it's something special which the assembler 
understands. It stands for "Define Constant". 

In this case, we are defining two word length 
constants, which we can refer to as locationl and 
location2, and we are putting 4 into one and 2 into 
the other. Since we have absolute control here, we 
know that location 1 and 2 are going to be in the 
four bytes following our rts instruction (2 bytes a 
piece). But the cool thing is that we don't have to 
know the actual hexadecimal memory location of 
location 1 and 2, as the assembler will substitute 
the correct addresses into our program when It 
assembles it. 

OK, so let's do just that. We refer to these as 
labels, names which refer to specific memory 
locations. Assemble it and select Debug again. 
You'll be able to see our program again, but note 
that the machine code program now has 
substituted full addresses into the program. Since 
addresses are listed down the left hand side of 
window 2. you should be able to locate them, and, 
no surprises, one is in the word following the RTS, 
and the other is in the word after that. 



LISTING A 

aova.w 12, dO 
move.w 12. dl 
cmp.w dO.dl 
bacj they_were_equal 
rt« 

they_were_equal : » 

add.w dO.dl 

rta 



USTING B 



move.w #$0000,dO 
move.w #80000. dl 
lea exam reaulta.aO 
add loop: move.w (aO),d2 
cmp.w 1-1, d2 
beq flOt_th«m_«ll 

add.w d2,dO 
add.w II. dl 
add.w 12, aO 

bra add loop 
got them all: dlvu 
dl.dO 

eta 

exam_re»ult»idc.w20,80,56,87,45, 
98,23,32.79,-1 



SOFTWARE TO GET STARTED! 


1 


You'll need a couple of things 


documentation on every Library 


about Amiga development, you 


to make a start in the Amiga 


call, and stacks of other files 


might also like to enquire 


Shopper Assembler course, 


and example code. This is 


about becoming a registered 


the first is last Vnonth's issue. 


obtainable from Commodore 


developer at the same time. 


It's worth getting, as part one 


directly. If you're interested. 


The assembler 


of the course covers the basic 


send a cheque made payable 


recommended for this course 


groundwork for assembly 


to "Commodore Business 


Is Hisoft's excellent DevPac 3. 


language programming. But, 


Machines (UK) Ltd." for 23 


We've used it throughout this 


for those of you wishing to 


pounds to: 


course as it's by far the best 


make a start from here, you'll 


Sharon McGuffie 


package for beginners. There 


need an Assembler, a Machine 


Commodore Business 


are other packages available. 


code Monitor program, and the 


Machines (UK) Ltd., 


and some excellent Public 


Amiga Includes and autodoc 


Commodore House, 


Domain (Free) Assemblers, but 


files on disk. 


The Switchback, 


DevPac Is a fully Integrated 


Commercial assemblers 


Gardner Road, Maidenhead, 


package with an excellent 


such as DevPac come 


Berks. SL6 7XA 


manual. If you do use an 


complete with the include files, 


Include a covering letter 


alternative Assembler and 


although the full set of disks 


explaining that the cheque is 


monitor program you will need 


from Commodore have many 


for the "3.1 Amiga Developers 


to consult the appropriate 


more things, including full 


Upgrade". If you're serious 


documentation. 




If you run the program step by step, you'll see 
that dO and dl will read in the 4 and 2, which are 
stored there, and produce the result 6 in dl. 

DECISIONS AND LOOPS 

In the first part of this course we discussed the 
things which make up a programming language, 
and came up with three basic ingredients: 
Sequence, Decision and Iteration. That Is; 

Sequence - the ability to run through a 
sequence of instructions one by one. 

Decision - the ability to process information 
and then make a decision according to the result. 

Iteration - the ability to perform loops. 

So far we've dealt with only the first of these, 
sequence. Although you could write quite a 
complex program using sequence alone, it is not 
going to actually do very much as it will be 
incapable of making any decisions along the way. 

Decisions in any programming language 
normally take the form of "If something has 
happened, do this". Take this little example, in C: 

number - 2 i f (number > 1) printf ("That number 
waa greater than l")i 

You don't need to be a C programmer to see 
what is happening there. We are assigning the 
value 2 to a memory location which we'll refer to as 
"number" and then comparing it with 1 and 
performing an operation if the result is greater, 
which in this case it is. 

We have an instruction like this in 68000, the 
emp (Compare) instruction. It allows us to compare 
one numeric value with another, and perform an 
action according to the result. Let's put this into 
practice, and introduce our first loop at the same 
time: 



move.w 


•SOOOO.dOloop: 


add.w 


180001, dO 


cmp.w 


•SOOOa.dO 


boe 




loop 




rta 





OK, this is a lot simpler that it looks. There are 
two new Instructions here, and a new usage of 
labels. Let's take it step by step. Firstly we clear 
the ,w part of dO. Then we add the literal value 1 to 
it. Then we use the CMP Instnjction to compare the 
.w part of dO to the literal value #$000a (which in 



decimal is 10). Then it's new instruction number 2. 
which stands for "branch if not equal". OK. so first 
time around dO is 1, which is not equal to 10, so 
we branch back to the label loop and go again. 

Eventually, dO will become 10, and the bne will 
not happen, and the program will end. By tracing 
through this using CTRL-T in MonAm, you'll be able 
to see the contents of dO gradually rise until it 
reaches 10. Processor Status Register. I told a 
little lie when I said bne is "branch if not equal", 
it's actually "branch if not equal to zero". I'm 
about to confuse you. but don't worry. For the sake 
of the emp instruction, bne does mean branch if 
not equal. 

To understand this a little better we have to 
look at how the emp instruction works. After it has 
completed the comparison, it sets some processor 
flags, in a special register inside the 68000 called 
the SR, Status Register. This register contains a 
whole bunch of individual bits which are used to 
store the result of a previous operation. The Z bit is 
the "Zero" bit. CMP uses this to Indicate if the 
comparison succeeded, but it's more than that, as 
other bits are also set by CMP so that we can 
check if the result was greater than, less than, or 
equal, etc. These instructions are just as easy to 
use, for example, we could replace the current emp 
and bne in the above program with this: 



cmp.w 

bit 

loop 



•SOOOa.dO 



Which now compares dO to 10 and says "OK, if dO 
is LESS THAN (It) 10 go back to loop". Other 




If you watch Terminator 1, you 
may notice reams and reams of 
data fly past on the screen. 
Closer examination by square 
people such as myself revealed 
that this was In fact 6502 assembly language. 
This Is to say that not only did Terminator have 
the same 8-bit processor as the old Apple II, or 
Atari 2600 games system, but H was useless 
data anyway, as It was commented source 
code flying around, not even executable datal 
Sad, but true. 
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instructions affect processor status flags in 
different ways, but they can be used to make 
programs shorter and faster. We'll look at some of 
these effects later on in the course. 

BACK TO BRANCHING 

The branch Instruction is used to go from one 
location, and start running the program from 
another. We used it above in a simple loop. We 
refer to the many different branch instructions by 
starting with a B and then adding a two letter code 
to Indicate how the branch Is to happen. We have 
demonstrated two of these, bne and bit. Let's have 
a look at some others: 

bra - This is a very useful version of branch, it 
stands for "Branch Always". We can use this to 
move directly to another part of the program 
without any condition. 

beq - Branch if equal to zero. This actually tests 
the Z flag in the SR. and if it is set, then this 
branch will succeed. In the case of the CMP 
instruction, beq means "Branch if equal to'See 
listing A for an example. 

This program only adds the two numbers 
together if they are equal to each other. In this 
case, since we're starting with known values, 2 
and 2, we know for a fact that they are going to 
match, so the program will branch to the label 
"they_were_equal". and they will be added 
together, leaving 4 in dl before the program quits. 

Let's close this month's course by writing a 
small program which reads In a list of percentage 
exam marks from a class of children, and 
calculates the average. We'll use instructions we 
have already learnt, and a couple of new ones 
too:see listing B 

Again, this is simpler than it looks. Calculating 
averages is easy, you simply add all the values 
together and divide by the number of values you 
used. So, we are putting our exam results at the 
memory location exam_results onwards. 

We put the value -1 at the end of the list so 
that the program can know when It has read In all 
of the values. Whilst we are reading the values in. 
we're keeping a running total, and also counting 
how many values we have used. Then, when we 
have them all, we divide one by the other and can 
view the result In dO. But. there are some new 
concepts here. For the first time we have used an 
address register, and the lea instruction. LEA 
means "Load effective address". After the LEA line 
has been run by the microprocessor. aO will 
contain the actual memory address of the label 
exam_results. 

Then, in the line after, we use this instruction: 

aova.w (a0).d2 

This means "Move the word held in the address 
POINTED TO by aO into d2". Since aO points to the 
flftt exam result, 20. then 20 is read into d2. Then 
we have our little check to see if it was a -1. If not. 
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we add it to the total, increment our value counter, 
and add 2 to aO. Why? 

So that aO now points to the next word in 
memory after the first exam result, which will 
contain "80". the next result. We added 2 
because we are reading in word values, each of 
which takes 2 bytes. When the entire operation is 
complete, we use the divu instruction, which if you 
have not already guessed is "Divide". It is actually 
"Divide Unsigned". 

After the divide is complete, the word part of 
dO contains the final average, and the other word in 
dO will contain the remainder - a useful side effect 
of DIVU. You'll notice that we have now introduced 
three ways of referring to data, immediate literal 
values, such as: 



nove.w 

aove.w 



•lO.dOContenta of addre»ae»: 
ory location, do 



JARGON BUSTING 




Source Code - Assembler code The final instruction of any 


location. 


in a form which can be read by program, which returns control 




humans back from the program to the 


$ - Defines a number as a 


operating system. 


hexadecimal number.lf a 


Object code - Assembler code 


number has no prefix, it is 


In a form which can be read # - Defines a number as a 


assumed to be a normal base 


and processed by your Amiga. literal number. If there is no 


10 number. 


hash sign in fromt of a number. 




RTS - Return From Subroutine. It is assumed to be a memory 


Toby • A nice bloke 



And Indirect contents of addresses: 

aove.w (aO).dO 

These methods of referring to data are called 
"Addressing Modes". The 68000 has quite a lot of 
them, and as we learn how to use some of the 
more complex ones, you'll realise that the average 
result program we have used could be much 
smaller and more efficient; we could optimise It so 
that It is better. (Readers out there with some 
experience already may have already thought 
"Hang on, I could do that better!") 

Next month we'll Introduce subroutines, and 
some of the concepts which come with them, plus 
we will look at a wider range of addressing modes 
and instructions. 

In the meanwhile, happy codingl © 




WHAT 

DevPac 3 

WHO 

DevPac 3: Assembler for the 
AmlgaHISoft - £69.95, plus 
£2.00 postage. 

WHERE 

HISoft » 0525 718181 



AMIGA SHOPPER • ISSUE 43 • NOVEMBER 1994 



Deal Direct, with Digital Direct... 



Music Qamplers etc. 
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Megalosound is the new 8-bit, stereo, 
direct-to-dtsk sampler package; the softw.m- 
is packed full of easy-to-use editing features. 
special effects and extras such as the ability to 
print waveforms and sample information. 

The package allows sampling up to 84KHz 
mono and 56KHz stereo to memory and up to 
21KHz stereo to hard disk on an A 1200. 
Supplied with a hardware volume control and 
an extensive 144-page manual. Megalosound 
is impressive value and Gold-rated by CU 
Amiga, with 89% from everybody's favourite 
magazine. Amiga Format! 

ProMIDI Interface 

The ideal MIDI interface for all Amigas. this 
smart-looking device comes with MIDI in, 
MIDI thru and two MIDI out ports and is 
complete with manual, software and a flying 
cable for convenient positioning. 




AudioMaster IV is regarded as the 
de-facto standard in sound sampling 
and editing software. With its 
incredible range of features and clear, 
informative displays, it is hard In Km! 
as a sound editing system. 

AudioMaster IVis compatible with 
Megalosound and any other sound 
sampling hardware that connects 
through the Amiga's parallel port 
Please call for further information 




Pricing & Ordering Details 



HlSotl BASIC 2 
HiSott tlevpac 3.04 



EN 

£49 

Highspeed Pascal 1.10 £49 

Maion Magic £22 

Turbo-Tent £39 

VidenMastRf A500/A50O+ £39 

VldeoMasterA600/A1200 £59 

ColourMnter with VideoMaster £35 
ColuurMasler separately £49 

VideoStage Pro EBB 

PtoFlighi £10 



Megalosound 


tZ5 


AudioMaster IV 




ProMIDI Interface 




Vlstallle 3.0 


£29 


Olstanl Suns S.O 


£29 


SBase Personal 1 3n 


EM 



SBase Professional t.3n .. :.:. 

DanitontBi 

Power BASIC Amiga £!0 

K-Spread2/K-0ala Pack £10 

|A500.A500r only) 



Simply call irom 9am to 6pm, Monday to Friday, armed with your 

credit or debit card number and we will despatch your goods within 3 working 

days, assuming they are In stock II there should be any delay we will notify you 

immediately. Alternatively you can send us a cheque or P0 made out to Digital 

Direct. Please add £3 postage within the UK (£6 tor a next working day delivery), 

£4 within the rest ot Europe, £8 elsewhere . 

All goods are ottered with a no-nonsense 

30-day money-back guarantee, it you are not visa 

completely satisfied with the product. 

All prices include UK VAT, © Digital Direct 1994. 
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The best-value real-time video digitisei 
you can bu\ ; VideoMaster gives you the 

•bUt) to record real tbnernoncicivom 

video with sound nl 2^ frame* per 

I m wi'ii u L]ii.iiiiv full au out stou 

ItiMn voiif OUAOOfdCT or video reorder. 
VideoMaster RGB includes our new 
eolom splitter, ColourMoster. and 
produces amazing quality colour still- 

'. IdeoMaster M !A wodta on the A120U 

and AWHI. conn. si- ujilvH Ml 
for extra speed and freedom lo use other 
peripherals, allows high quality stereo 
Found and support* HAMA and HAMS 

up lo 640 . 512 resolution foratilb 




ColourMaster 

ColourMaster is a ItCN eli i I 

splitter which works In conjunction wilh 

VideoMaster lor stunning colour stills 



VideoStage Pro 
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Business Applications 



SBase 4 




We are pleased to announce that SBase 4 
is back in the UK wilh Digital Direct. 
SBase 4 Personal and SBase 4 
Professional are up lo version IJn now 
and we have both in stock, ready for 
immediate despatch. 

These products are renowned for their 
power and their range of features and 
have been available on the Amiga 
platform for many years in earlier 
versions. Now they have both been 
brought right up-to-date with support 
for the very latest Amiga computers. 




Both SBase Personal ami Professional are 
full-featured, fully relational and powerful 
databases with pull-down menus, multiple 
windows and complete access to your 
Amiga's multi-tasking environment and 
they are now compatible with AmigaDOS 
1.0 and the AGA chip set. 

SBase Professional includes ,i powerful 
database management language and 
supports ARexv Please call lor our 
datasheets on these superb products. 



Digital Direct 

The Old School, Greenfield, 

Bedford MK45 5DE UK. 

Tel +44 (0) 525 718271 

Fax +44 (0) 525 713716 

Digital Dun r k the i/irirr safes 

ofefaton o/HftSo/l UK 
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Cliff Ramshaw continues 
his guide to writing a 
chess program in C or 
AMOS, introducing the 
routines needed to get 
things moving. 



/ 




i of this month's 



he focus of this months Installment Is on 
laying the foundations for our chess 
program. All the code here is 
straightforward, and shouldn't present any 
problems if you're at all used to programming. 

I've Included versions in both C and AMOS. 
Don't ignore whichever is not applicable to you - a 
comparison of both) versions can be quite revealing 
as to the differences between C and Basic. 

The program's ioundations consist of the 
initialisation stage, uuring which the major 
variables and data structures are assigned their 
starting values: the display or output stage, which 
draws the board aftev every move; a couple of 
support functions; arw the main loop. 

The concept of the main loop runs throughout 
just about every computer game there is. as well 
as many other kinds of application including 
spreadsheets, paint packages, word processors... 
The main loop is a section o^the program, usually 
short, that executes repeatedly, ihi^entered after 
the Initialisation stage, and contrnues'yntil the 
program Is terminated. Inside the loop there is 
usually little more than a series of caltetoVarious 
procedures. By glancing at these lines you den 
immediately gain a broad understanding of Ufe way 
in which the program operates. 

Let's look at the initialisation. There's i 
parts to this. The first is the crealiorr'of cetl 
Important variables, the second is the settin 
the chess board, carried out in C by a, fun 
called setupboardl), in AMOS by SETUPBOARb 

In C, the first thing to happen (after the 
(nclusrdn of the stdich-hCader fife) Is the definition 
of a structyrfi-type' called move. Structures qhthis 
-kimf are used throughout the program to carry data 
about moves under consideration, and the best 

z 



I up of 




Hi' *.M >T Jlw HftlHiu .E.ifc; 



JElfi 



mlrvnitM 



It may not be the smartest of chess programs, but 
It can cause problems for a player like me. 



move discovered so far by the computer. As you 
can see, they consist of a series of Integers, 
representing the values of position on the board, 
direction to move in. distance to move in. the score 
attached to the move, and the kind of piece being 
moved. This kind of structure is impossible to 
create in AMOS. Instead, we've made do with an 
array called CURRENTMOVE. Each of its elements 
is equivalent to one of the components of the C 
structure, but has to be accessed by means of a 
numerical index rather than the meaningful name 
we can use in C. 

The other variables are the same In both 
languages. By declaring them outside of and before 
the main program in C, and by explicit use of the 
GLOBAL keyword In AMOS, we've made them 
accessible by all procedures in the program. 

The two-dimensional array board Is used to 
hold the state of the board, while notmoved 
(NMOVED, in AMOS) is used to mark whether 
pieces on squares have already moved or are still 
in their starting positions. This comes in useful for 
checking for moves such as castling (the king 
cannot castle in chess if it has already moved) 
and can also be used to fine-tune the way the 
computer plays. 

The names of the pieces are stored In a string 
array called pieces.The arrays values (WORTH in 
AMOS) and initials contain the point values of the 
pieces and their Initials respectively. Note that a 
knight is represented by the initial "n", to avoid 
confusion with the king. Because of this, we can't 
just strip the first letter from the pieces array to 
retrieve the initials, but must store them 
separately. They're used for the board display. 

In the C version, there now follows a list of 
function prototypes, or declarations. These tell the 
compiler which functions the main program Is going 
to be calling on, what parameters they take and 
what, if any, results they will return. 

Time to look at the main body of the program 
(as distinct from, though encompassing, the the 
main loop) in more depth. In C, a structure of the 
type move Is declared, called computermove. This 
is used to hold the move chosen by the bestmove() 
function. A value (or rather, a set of values) Is 
returned for it by bestmove(), and it is passed en 
masse as a parameter to the makemove() function, 
which physically alters the board accordingly. 

An array called CURRENTMOVE is used as its 
equivalent in AMOS, but because the values for 
this can't be returned by the AMOS BESTMOVE 
procedure (only a single value can be returned) it 
has to be shared so that BESTMOVE can alter it 
directly. I've chosen to use the Shared statement 
in the procedures that need it. rather than making 
it global, since its value is of no consequence to 
most of the procedures in the program, and, for 
reasons of style, making things global should be 
avoided where possible. 

The other variable used Is ply. and the 
program's second job. after calling the 
setupboardl) routine, is to ask the user and get a 
value for it. The number of 'ply' determines the 
number of moves ahead the computer looks (see 
the box-out for more details on the meaning of 
this). In the AMOS version, this request Is 
preceded by the commands to set the background 
colour to white and the text colour to black, ready 
for displaying our board. 

With these preliminaries out of the way. the 
main loop begins. In C this Is enclosed by a 
do. ..while structure, in AMOS by Repeat.. .Until. 
Both are Infinite loops. The condition after the while 
statement is always true (1), and the condition 



after the Until statement is always false (0), so the 
program loops continually. This means that it 
constantly makes a move then asks the player to 
make one - in other words, It doesn't, as yet, 
recognise the end of a game. 

The first thing that happens in the loop is that 
the board is displayed by a simple call to 
drawboard(). BestmoveO Is then called to pick the 
computer's best move from those available (the 
computer plays white, and so begins the game). 
The result of this is stored in computermove (or 
CURRENTMOVE in AMOS, though the fact that 
BESTMOVE affects this variable isn't so obvious 
here). The routine makemoveO is then called to 
modify the board. Again, in C you can tell that the 
results of makemoveO depend on computermove. 
since it forms the parameter to the function. It's 
not possible to pass CURRENTMOVE, it being an 
array, in AMOS, so MAKEMOVE has to share it. 

The next two lines modify the notmoved 
(NMOVED) array, zeroing both the squares moved 
from and to, and keeping track of the fact that the 
piece in question has now in fact moved from its 
starting position. The x and y parts of the 
computermove structure (elements and 1 in 
AMOS) contain the coordinates of the starting 
square. The dx and dy parts (2 and 3) the 
directions along x and y the piece is to move, and 
the distance part (element 4) the number of 
squares in the indicated direction. So by multiplying 
dx by distance and adding the result to x, we arrive 
at the x coordinate of the destination square. 

ON THE MOVE 

After this, the new board Is again displayed by a 
call to drawboard(). The computer then prints out a 
text description of the move. It gives the name of 
the piece in question by accessing the pieces 
string array (which holds the name of each). The 
two halves of a coordinate pair are dealt with 
slightly differently. The x coordinate is to be 
represented as a letter, so It has a value of 65 
added to it. This has the effect of converting a 
number to the letter "A" (which has an ASCII 
code of 65), a 1 to "B". and so forth. The y 
coordinate is to be displayed as a number. Since 
the number "1" has an ASCII code of 49. all we 
need to do is add 49 on to the value of the y 
coordinate to gam the character we need. 

Finally, before the loop closes, the program 
calls humanmoveO, the function that accepts and 
makes the move selected by the human player. 

Let's deal next with the xcoordO and ycoordO 
functions, both nice and simple. They're actually 
used by the humanmoveO function solely, to 
convert the player's entries into the coordinate 
system internal to the program (which is to say, 
values of x and y between and 7). 

Xcoordl) accepts a character in the range "A" 
to "H" and returns a value in the range to 7. 
Because character and integer variables are 
interchangeable In C. we can do this simply by 
subtracting the ASCII code for "A", 65. from the 
character variable holding the x coordinate and 
returning the result. In AMOS, the string is first 
converted into an integer ASCII value by use of the 
Asc() function before 65 is subtracted. 

The ycoordO function is similar, except that 49 
is subtracted since it's dealing with characters In 
the range "1" to "8", with ASCII codes between 49 
and 56, which need to be converted to numbers 
between and 7. 

Another simple, though longer, function is 
setupboardl). It operates on the board array, which 
is globally available. It begins by creating two 
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loops, one nested inside the other. These loops 
cycle through every x and y coordinate In turn, as 
the names of their indices suggest. 

Each element of board is initially set to 0. and 
each element of notmoved (or NMOVED) to 1, 
indicating that no pieces have moved. If the loop is 
dealing with the second rank (if y equals 1), then a 
value of 1. Indicating a white pawn, is stored in the 
current element of board. If the seventh rank is 
under consideration, a 1 for a black pawn is stored 
Instead. Both loops then close. 

The final function we'll be looking at this month 
is drawboardO (DRBOARD). The display it produces 
is fairly crude, but workable. Feel free to Improve it 
if you're a bit of a whizz on the graphics 
programming front. 

The board's square are represented, naturally 
enough, by black and white blocks, while the 
pieces, drawn In black ink, are displayed as initials 
and are drawn in inverse mode if they represent 
white and normal otherwise. 

The procedure first prints the x axis at the top 
of the board, labelling it from "A" to "H". Notice 
that it prints two spaces in from the left margin 
before commencing the axis. 

A loop now cycles through each of the ranks in 
turn, with its index y moving between the values 
and 7. For each new y, a left-hand rank coordinate 
is printed. Notice that 1 is added to it, to ensure 
that a number between 1 and 8 is displayed. 
Computers like to index their arrays starting from 
zero, humans like to start counting from one. 
Before it is printed, a carriage return is first printed 
to ensure that we're beginning on a new line. No 
carriage return is printed afterwards, so that the 
following print statements' output will continue on 
the same line. 

The x loop cycles through each of the columns 
In the row under question. The program first of all 
checks whether the square it's dealing with is 
empty, by seeing if the value in board[x][y] is 0. If it 
is, then it must print a blank square. 

The colour of this blank square must depend 
on its x and y coordinates If we're to get that 
distinctive chequered pattern. We can achieve this 
by checking if both the x and y coordinates are 
even, or If they are both odd, which is what the 
next conditional does. (The % operator, or Mod 
function in AMOS, finds the remainder of a division 
- if something is even it leaves no remainder after 
a division by 2.) If they are, then we switch on 
reverse printing. This Is accomplished by a 
straightforward command in AMOS, but in C it has 
to be done by printing an ANSI escape sequence 
that switches the Shell console Into inverse 
printing mode (Esc 7m). 

A space is then printed and, regardless of 
whether it was switched on. inverse printing mode 
is switched off. 

If the square was not empty, then one of the 
Initials must be printed instead. If the contents of 
board[x]|y] are less than zero, then we're dealing 
with a black piece, which must be printed in non- 
reverse mode. An element of the initials array is 
printed. Index by the negative of the contents of 
the board[x)[y]. So, if it contained a -1. then a "p" 
would be printed, and so on. 

If the board contains a positive value, then we 
must first set Inverse mode before printing the 
relevant element of initials (this time index by 
board[xl[y] without the need for negativising, since 
it contains a positive value). Once the initial has 
been printed, inverse mode is again turned off to 
prevent interfering with the next character printed. 
Notice how a carriage return is not printed after a 



C LISTING 

•include <atdio.b> 

/• constants •/ 

/• data typea •/ 
atruct move ( 

int XI 

int y; 

int dx; 

lnt dyi 

int distance; 

lnt score; 

lnt place i 

>; 



/• global variables •/ 

int boardlS] (81; 

int notmoved [81 [ 8 1 j 

char pieces[7] [81-("empty", ■pawn", "rook",**" 

"knight", "biahop", "queen", "king")) 

lnt values (71 > (0,10. 50. 30, 30, 90, 1000}; 

char initials!?]*!' 

'i 'P'f 'r', 'n', "b", 'q\ "k" J j 

/• function prototypes •/ 

void setupboard(void) ; 

struct move f indmove ( lnt piece, int x, •" 

int y.int rotation); 

int makemove( atruct move trymove); 

void erasemovel struct move trymove, int •" 

taken); 

int evaluate (lnt player),- 

atruct move bestmove ( int player, int level.** 

int maxply) ; 

void drawboard ( ) ; 

void humanmove ( ) i 

int xcoord(char c); 

int ycoord(char c); 

/* main program */ 

void main l ) 
< 

atruct move computermove ; 

lnt ply; 

/• initialise board •/ 
aetupboard ( ) ; 

print i ( "Enter number of ply\n"); 
scanf ("VJ".*ply); 

/• anter main loop •/ 

do ( 
drawboard ( ) ; 

computermove-beatmoved.l.ply); /* make •»" 
computers move •/ 

makemove(computermove) ; 

/* update notmoved array to reflect •*" 
change "/ 

/• both square moved from and aquare •" 
moved to are modified •/ 

notmoved [computermove.x] | compute rmove. y] >0 ; 

notmoved (computermove . x» compute rmove . dx* •*" 
computer-move .distance] (computermove.*'' 
y. computermove . dy* compute rmove . distance] "0; 

drawboard ( ) ; 

printf ("\n\nlly move;\n \s 
".places [computermove. piece) ); 

printf ("from 
Vr\c",65»computermove.x, 4 9. computermove. y) )•**■ 

printf (" to 
*tc\c\n\n". 65+computermove.x+computermove. •*" 
dx'computermove . distance, 4 9*computermove. •»" 
y. compute rmove .dy" computermove .distance) ; 

humanmove ( ) ; 
) while (1); 



/* function da 

/• convert x ciord to 
int xcoord(chan c) 

< V 

return c-6 



/• convert y c< < rd tc 
int ycoordtcha: - 



return c-4! 



/• place piece: on board "/ 
void setupboarcJiTOld) 



for (x«0;x<8;x»») 
for (y«0;y<8iy**) { 
board [xllyl-O; 
notmoved [x] [y]»l; 
far have moved •/ 
If <y—l) 
boardlxllyl-l; /• white^ 

if <y--6> 
board[x)(y)—l; /• blacklpawn •/ 

boardlOl (01-3; /• white ro< k •/ 

boardPJ [0]>2; 

board [01 [7). -3; /• black rojnk •/ 

board[7](71.-3; 

board [1] [0] .3; /• 

board[61[0].3i 



square, so that the next printed one can follow 
directly on from it. 

Finally, both loops are closed and the routine 
ends by printing a couple of blank lines beneath 
the board it has drawn. 

Type in the program so far. but don't try to run 



it. itVwon't work because it relies on functions not 
yet wNtten. If you can't wait till next month, why not 
try comrnenting out the parts of the program that 
reference cnjwritten segments and get it so that 
you can test mat setupboardO and drawboard!) 
work properly? See^aju then. CD 
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GETTING THE MAX 

'As promised last month, here's some more 
Insight Intohpw the oofliputer chooses its 
move. >. 

As we've alreadyOl ;cussed. the algorithm 
consists of a move generation pain irhich 
effectively tries each .legal move available, and 
an evaluation part that assigns a score to a 
move. The score Is a simple assessment based 
only on 'consideration .of materiel, so the 
, Intelligence in the computer's play cOmes from 
it being able to look ahead and see 
consequences of Its moves. 

The big Stumbling block here Is In 
anticipating how the human player* II react 
i The computer has a cast-iron algorithm - it can 
know exactly how it will play at any point in the 
game simply by altering the bqsfd array 
accordingly and calling bestmoveO - but it 
doesn't know what tha-ffisponse will be. 

The solution com£s in the form of 
sorrjelhing Called the mini-max' algorithm, 
which assumes thai the player will respond with 
the best move available. And this best moved is 
decided by exactly! the same routine, 
bestmoveO, that (|ecides which is the 
computer's best move. As a consequence, 
bestmoveO must take a parameter that 
Indicates on whlcti side's behalf it Is 
considering a moife. and must be capable of 
playing for either £ide. 

The goal of the routine then becomes, not 
simply to make the best move, but to make the 
move such that it produces the weakest 
response from the biayer, even though the 
player will be making the best move possible In 
the circumstances. It minimises the player's 
maximum (or best) mote. The difference is 
subtle, but important, V^^ 

So once bestmoveO makes. a move, it 
doesn't evaluate it, but Instead recursively calls 
Itself to see what the player's best response 
will be and get a score for that move. The higher 
this score, from the player's point of v|ew\ the 
lower the score, from the computer's, of 
move that Induced it. The computer then picks 
as the best from its moves the one with 
highest score. 

So far, all we've got is spiralling recj 
looking ahead as far as the end of the , 
The concept of 'ply', or degree of look-ahei 
puts a stop to the recursion. Look-ahead is 
measured In half-moves. A half move Is a move 
by either the computer or the player; a full-tnove 
a move by one and then a response by the 
other. The number of half-moves that the \ 
machine looks ahead Is known as the number 
of ply. You need at least three ply to get ^ 

anything like a sensible game. 

Once bestmoveO has been recursively 
called for as many times as there are ply, 
Instead of calling Itself again to evaluate a 

caTls the evaluated function that adds 
up the materiel value on the board to arrive at 
the move's score. This value Is then passed 
back down the recursion as being the value of 
an opponent's move. 

It all takes a bit of getting your head / 
around, and will probably become clearer when 
we look at the code for It In a couple of months 
and go Into it In more depth. In the meantime, 
It's something to ponder over. S^ 




AMOS LISTING 






' first declare and Initialise variables 


Procedure YCOORD[C$l 




Din BOARD! B. 8 1 


RBSULT.ASC (LeftS (CJ, 1) ) -49 




Din NMOVBD<8,8) 


End Proc [RESULT] 




Dim PIBCES$(7i .WORTH (7) . 1NITIALSS < " > 






' read names of pieces into PIKCESS string er 


' SBTUPBOARD Initialises board, ready for er 




array, values into worth array 


play 




' and initials Into initials array 


' starting positions 




For 1-0 To 6 


Procedure SBTUPBOARD 




Read PIECES$( I), WORTH (I), INITIALS* (I) 


For X-0 To 7 




Next I 


For Y.O To 7 




Data "empty". 0," 


' step through esch square in turn* 




•, "pawn", 10, "p", "rook", 50, "r - 


' clear the square 




Data 


BOARD(X,Y).0 




"knight ",30, "n", "bishop", 30, "b", "queen", 90, er 


' and mark it as not having moved, er 




■q", "king", 1000, •*• 


regardless of whether there's a piece there 
NMOVBD(X,Y).l 




1 cuprentmove array represents the er 


' place a white pawn if in second er 




structure containing parameters of a legal er 


rank 




move 


If Y.l Then BOARDIX.Y).: 




• ■ x pos. lay pos, 2 . dx, 3 • dy, er 


' and a black pawn if in second from 




4 . distance, 5 ■ score, 6 ■ piece 


last rank 




Dim CURRBNTMOVB ( 7 1 


If Y.6 Than BOARDIX.Y). - 1 
Next Y 




' make BOARD, MOV*. NMOVED. PIECES. WORTH and er 


Next Z 




INITIALSS globally available to all 


' white rooks 




procedures 


BOARD (0,0) .2 




OlObal BOAM(),MMOVZD().PIBCES$(), WORTH!), er 


BOARD (7,0). 2 




INITIAL8$<) 


' black rooks 
BOARD(0.7).-2 




' call procedure to initialise board, ** 


BOARD(7,7).-2 




ready for play 


' white knights 




SBTUPBOARD 


BO ARE (1,0 1-3 




' set up screen colours and clear screen 


BOARD (6,0). 3 




Paper 2 


' black knights 




Pen 


BOARD (1,7) .-3 




CIS 


BOARD (6, 7). -3 
BOARD(2,0)>4 




' ask the plsyer for the required number of 


BOARD(5,0)-4 




ply 


BOARD(2,7).-4 
BOARD! 5, 7) .-4 




Print "Enter number of ply" 


BOARD(3,0)«S 




Input PLY 


BOARD<4,0)-6 
BOARD! J, 7). -5 




1 now to create main loop that is executed 


BOARD (4, 7) .-6 




until game ends 


End Proc 




' (add finitum, at present...) 


' procedure to draw the board and pieces er 




Repeat 


on it 

Procedure DRBOARD 




' draw board then find computer's move 


Print i Print 




DRBOARD 


Print " ABCDBFOB"; 




BISTMOVEI1. l.PLYi 


For Y»0 To 7 




modify the board array accordingly 


Print 




MAXEMOVB 


Print Y*l; 
For X-0 To 7 




' update move array to reflect change 


If BOARD(X,Y).0 




1 both square moved from and square er 


If (X mod 2.0 and Y mod 2.0) or er 




moved to are modified 


(X mod 2.1 and Y mod 2.1) 




MMOVBD 1 CURRBNTMOVB ( ) , CURRBNTMOVB ( 1 ) ) .0 


Inverse On 




NMOVBD ( CURRBNTMOVB ( ) •CURRBNTMOVB ( 2 > • er 


End If 




CURRBNTMOVB ( 4 ) , CURRBNTMOVB ( 1 ) .CURRBNTMOVB ( 3 ) 


Print • "i 




•■ •CURRBMTMOVE(4I).0 


Inverse Off 




DRBOARD 


Blae 




Print ! Print 


If BOARD(X,Y)<0 




Print "My move : " 


Print INITIALSSI-BOARSIX.Yi ) ; 




Print PIBCBS$(CURRBMTMOVB(6));" from 


Else 




".Chr$ICURRENTMOVB<0>.65) ;Chr$ 1CURRENTMOVE er 


Inverse On 




(11*49)1 


Print INITIALS* (BOARDIX.Y) )l 




Print ■ to 


Inverse Off 




",Chr$(CURRSMTMOVB(0). CURRBNTMOVB (2 )• er 


End If 




CURRBITTMOVB (4) .65 );Chr$ (CURRBNTMOVB! !)♦» 


Bnd If 




CURRBNTMOVB ( 3 ) ■ CURRBNTMOVB 1 4 ) .49 1 


Next Z 
Next Y 




' now get player' a move 


Print 




BUMANMOVB 


Print 
End Proc 




Until 






' define procedures 






• convert an x coord, expressed as an asclier 






letter, into a number between and 7 






Procedure XCOORD[C$l 






RBSULT.ASC (Lef t$ (CS. 1) ) -65 






End Proci RESULT 1 






' convert a y coord, expressed as an asclier 






number, into a number between and 7 
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FONLY 
MIGAS 

ETYOU 
DO 

mis... 

I They do, using ARexx! 

\Rexx is the Amiga's best-kept secret. Unlock 
hat secret with "ARexx: Your Amiga's 

Built-in Turbocharger" 

f Includes the functions and features that even Commodore didn't know about 



• Write your own stand-alone 
Amiga programs and utilities 

• Write macros and 'scripts' to 

automate top Amiga applica- 
tions 

• Control several applications at 
once - 
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Tick if you do not wish to receive direct mail from other companies 



J 
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"| Accesss r ; 
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packing are free. There are no extra costs. Please allow 28 days for 
delivery. AS43 
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any years ago, the Internet was limited 
to a few universities and military sites. 
If you, as a typical computer user, 
wanted to get on line, you logged onto a local 
BBs and read the messages carried on Fldonet. 

FIDONET BASICS 

Fidonet sprang to life in 1984 when Tom Jennings, 
a USA Bulletin Board System Operator, wanted to 
try give users of his system the ability to send 
messages to users of a BBS that was operated by 
a friend of his. Tom sat down and wrote a program 
called Fido that would collect and archive all the 
messages waiting to be sent to this other BBS. 
then call the system late at night when it wasn't 
busy and deliver them. 

Another Rdo program running on the second 
BBS would then unarchive the messages and put 
them In the correct message areas. Although 
possibly something of a surprise to Tom, but 
certainly not surprising now if you look at it with the 
benefit of hindsight, the idea was received with 
more than just a little bit of enthusiasm. Within 
three months there were 50 other Bulletin Boards 
running Rdo programs, and Rdonet was bom. At 
the end of the first year the number of BBS's 
sending messages using the Rdo network had 
grown to 150, and now just 10 years later the 
figure is In the region of 30,000. 

Converting that figure of BBS's connected to 
Rdonet into the number of actual users is very 
much guesswork, as nobody really knows how 
many people are using these BBS's at anyone 
time. A viable estimate would be that each of the 




An Image of, and Indeed by, the creator of 
Rdonet Tom Jennings. This Image was 
downloaded from the Electronic Frontier 
Foundation graphics archive at www.eff.org 




CANINE COMMS 

- STILL THE DOGS DOO-DAHS 

What with the constant media attention given 
to the Internet .you may be forgiven for 
thinking that Fidonet no longer exists. This 
month Davey Winder discovers that the 
Information Superhighway isn't a one vtay 
street, that the dog hasn't had its day, and 
that canine comms look as healthy as ever. 
Woof woof...... 



The Crystal Tower Information screen, which 
gives you all the Info on what sort of hardware 
the Crystal Tower runs on. 



member BBS's has 100 members on average, so 
the total number of Rdonet users world-wide is 
something like 300,000. Of course, Wavey could 
be talking out of his teapot again and I'm sure that 
I'll be getting some colourful Email about my 
figures from Rdo fanatics. 

INSIDE FIDONET 

The Rdonet system offers its users many things, 
including private "Netmail". open discussion areas, 
file storage areas, and quite often on-line games 
and even links to the Internet itself. 

Netmail is Email that can be sent to anyone 
who uses a Rdonet BBS, wherever in the world that 
BBS may be situated. You can't send Netmail 
outside of Rdonet, to an Internet address for 
example. Although I said that Netmail was private 
in the introduction to this section, that Isn't strictly 
true as theSysOp of any BBS that the mail passes 
through could, in theory, read it. However, in 
practise this doesn't happen as a SysOp would 
soon find himself running a Bulletin Board with no 
Bulletins if this was discovered. The main 
disadvantage of Netmail Is that it can be fairly 
slow, certainly in comparison with Internet email, 
which is due to the mechanics of Rdonet itself. 

Rdonet is, as I've already mentioned, 
composed of 30,000 different Bulletin Board 
Systems, located all over the world. In order for 
these systems to be able to identify and talk to 
each other efficiently they need some method of 
addressing. Rdonet uses four dimensional 
addressing, and this achieved by a system of 
Zones. Regions, Nodes, and Points. A Zone relates 
to the biggest geographical amalgam in Rdonet, 
usually a continent. For example, Zone 1 is North 
America, Zone 2 is Europe, and Zone3 Is Australia. 
A Region denotes the specific geographic location 
within each Zone, and a Node is the actual Bulletin 
Board System itself. Points are attached to each 
BBS. and can offer the user an address for his or 
her own computer that is based at the local 
Rdonet Node. 

Messages are transferred between all these 
systems by each Node automatically calling its 
"Boss Node" at a set time each night when 
packets of messages are transferred and received. 
The messages then pass on to another "Boss" and 
so on until they have travelled along the backbone 



of the system and found the BBS they are destined 
for. Obviously, when systems are only connecting 
on a once a day basis, it can take a matter of days 
and sometimes weeks, for message to arrive at 
their destination and for you to receive a reply. This 
slowness is inherent in the system, but is offset 
considerably by the fact that Rdonet BBS's are, by 
far and large, free to use. Even those who do 
charge an annual subscription tend to have very 
low fees. In the case of Rdonet you generally get 
very much more than what you pay for! 

ECHO ECHO E ECHO (OK, 
THAT'S ENOUGH WAVEY) 

Rdonet has open discussion areas that are similar 
in concept to the Newsgroups of Usenet, or 
conferences of Cix, CompuServe, and Delphi. If you 
are looking for the closest comparison with Internet 
resources then it would have to be the Mailing List. 
Known as Echoes, every Rdonet BBS carries them 
although the exact number carried is up to the 
SysOp and the demands of the BBS members. An 
Echo carries messages on a subject matter as 
defined by the Moderator of that Echo, and all 
messages contributed are sent essentially by email 
(called Echo Mail in this case). 

There are Echoes that cover every conceivable 
subject, some of which are really rather unusual or 
even totally teapot in certain cases. I was going to 
take a look at a network of Echoes that was being 
carried on Rdonet BBS's and covered Pagan 
religions and paranormal happenings, which went 
by the name of Incarnet. But due to unforeseen 
circumstances I can't do this.the BBS's that I use 
no longer carry Incarnet Echoes because, as I 
understand it, there were some hassles about who 
was in control and it just seemed to die. However, I 
have been taking a look at one of my favourite 
Rdonet BBS's and seeing what has been 
happening in the Echoes there, and I'll tell you all 
about that in just a moment. 

FIDONET FILES FACTFILE 

One of the great attractions to any Rdonet BBS is 
the sheer number of PD and Shareware files that 
they have available for you to download. Even if 
your local BBS doesn't have a particular file you 
want, the chances are that another on thenetwork 
will have. You can make a file request or "frequest" 
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The Internet Room, complete with on-line help forsendlng Internet Email" 



Fftom the Lobby you can go Into any of the other rooms In The Crystal Tower. 



as it is know, to get the file transferred to your 
local Node, many systems even have a system of 
"Magic Filenames" that allow you to find a file 
without knowing the exact file name. This Is handy 
of you want a file but don't know what the latest 
version is, using frequest along with a magic 
filename you can automatically get the latest 
version without worry. 

THE CRYSTAL TOWER 

A really good example of the way Rdonet BBS's 
continue to travel In the fast lane of the 
Information Superhighway is The Crystal Tower. The 





JARGON BUSTING 






Cix 


The Compullnk Information 
exchange, on of the 
largestcommercial conferencing 
systems in Europe 






CompuServe 


An enmormous commercial On- 
Line Service, with morethan 2 
Million members world-wide 






Delphi 


One of the American "big five" 
On-Line Services, now operating 
a UK service as well 






Information 








Superhighway A term used to describe the 








future ofinformation tecnology, 








which covers the Internet. Video 








On Demand. Home Shopping, 








On-Line Services and much more 






The Internet 


A global network of computer 
networks, withsomething like 30 
Million users world-wide 






Mailing Ust 


A method of distributing 
discussion groups bymeans of 
Internet Email 






MusicNet 


A collection of music related 
Echoes 






ParaNet 


A collection of paranormal 
related Echoes 






SysOp 


The SYStem OPerator of a 
Bulletin Board 






Usenet 


An Internet distributed collection 
of around 7000discussion 
groups 





SysOps are Noel Cosgrave and the mysteriously 
named Crystal Gazer, and a very good job they do 
as well. Established in 1983. yes 1983. The 
Crystal Tower has come a long way since its 
humble origins and now offers approximately 2 
Gigabytes of on-line storage, two high speed 
access numbers, an Internet mail gateway, and a 
very lively range of Echoes. The BBS runs using 
Remote Access software, and this serves it very 
well, with a structure based around the concept of 
rooms. There are rooms that cover many different 
topics, and in each room you can find Echoes and 
files. Whilst not being negative about the influence 
and strength of Rdonet as a network, the Crystal 
Tower recognises that a connectivity to the Internet 
Isimportant in the 1990's and so offers its 
members an Internet Room. One of the things that 
you can do from here is send Email to any Internet 
address, on-line help is on hand in case you need 
it, and it makes the whole process nice and 
simple. I'm glad that more Rdonet BBS's are 
seeing the positive benefits to its members of this 
increasing of communications flexibility. 

Crystal Tower takes pride in being an easily 
accessible syste. and this is no more true than in 
its use of easy menus to get around. A few of the 
big commercial on-line systems could learn a thing 
or two about user friendliness from these people, I 
can assure youl 

Registration is very straightforward, no 
personal questions are asked and the system is 
totally free to individual users. On connection to 
the system you will find yourself at the'Lobby" 
menu, from where you can explore the Tower at 
your leisure. Actually not quite at your leisure as 
there is a time limit on your daily calls, the exact 
amount of time depends on what user status you 
are granted. For example, someone with User 
Status of 10 (a new user) gets 30 minutes a day 
whilst a User Status of 20 (a regular user of the 
system) gives you 45 minutes a day to look 
around. Personally I find this quite acceptable as 
the Crystal Tower Is a busy, well supported. 
Bulletin Board and it is only fair that all its users 
should get a chance to use it. 

I mentioned earlier on in these pages that 
there was a lot of interesting discussion going on 
at The Crystal Tower, and I wasn't telling fibs. With 
almost 200 Echoes available, including such 
networks as MusicNet and ParaNet, you can be 



assured of finding something somewhere that will 
tickle your fancy. I took a quick look around the 
ParaNet areas, which are related to subject matter 
of a paranormal nature, and found interesting if 
oddball conversations on the following topics: 

Abduction by Aliens in New Zealand 
Black holes 

Ex-Presiden Nixon and dead aliens in Florida 
Statues on Mars 

And there were plenty more, believe me. But it's 
not all "Aliens Ate My Hamster" stuff, there are 
lots more useful groups available, such as Comms. 
Law_Room, Community. Online_Help, Disabled, 
Amiga. Amiga_Tech. and nearly 200 more. 

THE CRYSTAL CONCLUSION 

Crystal Tower isn't an Amiga run BBS. it doesn't 
cater for Amiga users any more than it caters for 
Macintosh or PC users, it is for everyone and as 
such you can get a much wider cross-section of 
debate about all matters. If you want to take a look 
at a Rdonet BBS then you certainly won't regret 
getting connected to the Crystal Tower, you have 
Waveys Word on that. To try it out for yourself you 
should call 081 447 8244 (HST DS number) or 
081886 2813 (V32bis number). Set your comms 
software to the customary 8,N,1 and you should 
have no problems. ^0 



CONTACT POINT 

If you want to talk to Wavey Davey, maybe you 
have something to say about the Comms 
Column, maybe there Is something you 
thinkshould be covered, or you may even have 
some news for us, then you can send Email to 
the following addresses: 

amshop@wavey.demon.co.uk 

dwindera@cix.compullnk.co.uk 

waveydavey@delphi.com 

Wavey Davey cannot guarantee that he will 
reply to your message, he's a pretty busy guy 
these days, but he will read everythingthat he 
receives. 
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ROGRAMMING 



New concepts all round this month, as Toby 
Simpson shows you how to write a useful file 
finding utility for Workbench 2 or above. 



Something fun this month - we are actually 
going to write a genuinely useful utility. 
How many times have you wanted to find a 
particular file only to spend ages with the 
Workbench or shell attempting to locate it? 

Users with hard disks are likely to be especially 
sympathetic to this one. This is because if you 
have lots of partitions and directories it Is often 
quite lough to remember where you put something 
after a few months. A utility which searches an 
entire partition and tells you where particular files 
are is particularly handy in situations such this. 

So, this month, you are going to write a small 
utility which will do just this. You will be able to 
specify the directory to search and the search 
pattern before the program finds any matches. 

The more awake among you are already saying: 



"Ah, but AmigaDOS already comes with such a 
utility in the C drawer, SEARCH". Indeed it does, 
and it does the Job, but next month you are going 
to make yours unique. You will add a full graphical 
user Interface (GUI) to it, complete with buttons 
and menus to make it user-friendly, and then add 
ARexx control to It. 

The goal of this is two-fold: 

• it gives you a chance to work on new 
concepts which you haven't uses before and, 

• you can show a useful application building 
up, and discuss how you can design It In the first 
place so that further expansion is more 
straightforward. 

SPECIFICATION 

The first part of any project design is a 



specification. This is where you decide what the 
program Is to do. 

Let's go over your specification: 

• It must be written in C and be compatible 
with both SAS C and DICE. 

• The program will Initially be run from the 
CLi. It will take two parameters: a search path and 
the search pattern. Wildcards must be valid for the 
search pattern. 

• The program will use recursion to search 
sub-directories within directories. 

• The program should be written with a future 
GUI and ARexx support in mind. 

This immediately brings up three new things: 
arguments to CLI programs, wildcards and 
recursion. 

ARGUMENTS 

C makes argument passing to programs easy. 
When your program runs you can have two pieces 
of Information available to you: the total amount of 
arguments and an array of pointers to each 
argument In turn. To get this information you have 
to make a change to the definition of the function 
maln(). Normally you might write: 

void main(void) 

This tells you that your program takes no 
arguments and does not return a value. However, if 
you change it to: 

void malndnt argc, char "argvtl) 

then things change. This Is a built-in feature of C. 

The Integer variable argc tells us how many 
arguments are present while argv Is an array of 
pointers to each argument in turn. Because the 
first argument (argvl.0]) points to the name by which 



THE FULL LISTING FOR OUR FINDER UTILITY 



•• SIdt finder. c 

• • 

•• rile Pindar Utility with wildcard* Cor tha Amiga Shopper C 

prograaaning 

** couree. Deatonatratea racuralva prograanixia techniques and argument 

" patting. 

• • 

H By Toby Siapaon 

• • 

** To compile under dicai 

•• dec finder. c -o Cinder 

•• The reeultant executable will be called "finder" To compile under 

•• SAS C, copy the "starter .project" drawer to where you want, and 

•• type the lilting aa "finder. c". Double click on "Build" to make 

•• the executable. 

• • 

•• Taatad under DICI (Complete Amiga C veraion) and SAS C 6.51 

•• 

•• NOTl FOR DICI US«R8. 

•• Barlier DICE releaeea (And bob* freeware verelona) do Dot aupport 

•• the _aligned keyword. The veraion with "Complete Aalga C" doaa. 



•• Global variable*: 

•/ 

long fllee_matched 

Total fllaa found •/ 

char • VERS ION 



0; 



"\0SVIR:"riin>IR_VIRSIO»ll 



•I 



void main (void) 

Main program antry function. 

void sain lint argc, char *argrl|l 

char search dir [64]; 
char aaarch_atring[64) ; 
char aearch_pattern[1281 ; 

/• 

•• Tltla ua and paree argument «: 

•/ 

print f(-\a\n", FIKMr_v«rsion) i 

if (argc la 3) 

( 

printf I "Argument count Incorrect i \n" 



riKDIR.VBRSION 



•define 

•include 
<atdlo.h> 
•include 
<etdlib.h> 
•Include 
<Itrlng.h> 

•Include 
<doa/dos.b> 
•include 
< exec/exec. h> 
•include 

<clib/doa_protoa.h> 
•Include 
<cllo/exac_protoi.h> 

/• 
•• function prototype!: 
V 

BOOL Sear choir (char 'directory, char 'pattern); 
BOOLHotifyFlndfcher 'file); 



Tinder 1.00 ( 28. 08.94 )• 



-Usage: FIHDBR path* 
■atchpattarnVn- I i 

return; 

) 

etrcpy<eearch_dlr, 't.argvl; 
atrcpy(eearoh_itring, •♦.argrlj 

printf (-Scanning '%■' with a match etring of •Xa'Vn", 

■earch dlr, search _string) ; 

P 
" Pre-Parae tha AmigaDOS eearch pattern: 
V 
PeraePatteraNoCaaa(eearcb_atring, eearch_pettera, 127); 

I* 
'• Start the eearch i 
•/ 
if (I (Saarchoirlaearch.dir. aearch_pattarn) 1 1 

printf ("An error haa occoured.Vn"); 

I* 
" End program atata: 
•/ 
printf! -Operation complete, Md oatcbea found. \n", «f 
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the program was invoked argc is always at least 
one. For example, if your file find utility was called 
'finder', and you typed this from the shell: 

finder 

argc would be one and argv[01 would point to the 
string 'finder'. If you had typed: 

finder hello world 

argc would be three and argv[0] would point to 
'finder', argvfl] to 'hello' and argv(2| to 'world'. If 
you are not sure about this try typing In this little 
test program: 

•include <»tdio.h> 
roid maindnt argc, char •arar[J) 
< 

intloop; 

for (loop ■ 0; loop < argc; loop**) 
( 

printf ("Argument VLd le '\s'\n-, loop, 
argv(loop] ) ; 
) 

return; 
) 

It is quite simple and it shows you a list of 
arguments which were supplied to the program. If 
you compiled it as 'argtest' and ran it with the 
following command line: 

argtaet 12 3 

the results on the shell window would be: 

ll.Syateu3.1:> axgteat 12 3 

Argument is 'argtest' 
Argument one is '1' 
Argument two is '2' 
Argument three Is '3' 

If you want to supply arguments with spaces in 
them and have them treated as one single 
argument you can enclose them within inverted 
commas. Try the following example: 



PATTERN MATCHING 



Valid Patterns for AmigaDOS ParsePattern(). For more information consult the AutoDoc file on dos.llbrary, 
or the AmigaDOS Rom Kernal Reference manual. 



? 

# 
(ablcd) 



(abc] 
|-bc] 



az 
% 



Matches a single character. 

Matches the following expression or more times. 

Matches any one of the items separated by T. 

Negates the following expression. It matches all strings 

that do not match the expression (ie, ~(foo) matches all 

strings that are not exactly "foo"). 

Character class: matches any of the characters in the class. 

Character class: matches any of the characters not in the 

class. 

Character range (only within character classes). 

Matches characters always (useful In "(foolbarl*)"). 

Synonym for "#?", not available by default in 2.0. Available 

as an option that can be turned on. 

'Expression' In the above table means either a single 

character 

(ex: -#?"), or an alternation (ex: "#(ablcdlef)"). or a character 

class (ex: "ffla-zA-ZJ"). 



axgteat '12 3' 'argument 2 really' 

The results would be: 

Argument Is 'argtest' 

Argument 1 Is '1 2 3' 

Argument 2 Is argument 2 really' 

This Is quite an easy way of dealing with program 

arguments and. as you can see, it Is really quite 

straightforward. You use this argument feature In 

your finder program to get your two arguments and 

to check that the argument count is correct. Listing 

one contains the full listing for the finder; you will 

see at the beginning of the main() function how to 



process them. 
RECURSION 

Because of the nature in which C functions work, 
defining all variables locally on the stack, they can 
be used recursively. This means that a function 
can call Itself, Each time the function calls Itself a 
new set of varlablesls created on the stack for that 
particular instance. 

This does sound like a nightmare waiting to go 
horribly wrong but, in fact. It's surprisingly easy to 
grasp. The only real pitfall is stack usage: if a 



filesjsatehed); 

return; 



** BOOL SearchDirlcbar 'directory, char *pattern) 

aa 

** Search the named directory. All variables are local, thia function 
•• la recursive. Returna TRUE if the operation was OK, or FALSE for* 
and error. 
•/ 

BOOL SearchDi richer •directory, char 'pattern) 
( 
iifdef JJCC 

aligned atruct FllelnfoBlook fib; 

•elaa 

atruct rilelnfoBlock aligned fib; 

•endif 

BPTR Ik • BOLL; 

char full path[255] ,■ 

/• 
•• Attempt to get a lock and the Initial FIB: 
•/ 

if (I (Ik • Lock(diractory. ACCESS READ! I I return FALSI; 
if ( I (Examined X. ef ib) > ) 

return FALSE; 
/• 
•• Scan directory: 
•/ 

while llxMextllk, If ib) ) 
( 

/• 

•• Deal with CTRL-Ci 

•I 
if (SetSignaMOL, SIGBRSAKF_CTRL_C) & SIOBRBAKF_CTRL_C) 
( 
printf ("••• Program AbortedVn") j 

OnLockUk); 
return FALSE; 
) 



•• Build full path apao: 

•I 

atrcpy(full_path, directory); 

AddPart(full_path, flb.fib_Flle"ame, 255); 



•• ID File entry type: 
V 

if (fib.fib_DirBntryType > 0) 
( 

/* 

•• Got a directory, recursively acan It: 
•/ 

if (l(SearchDir(full_path, pattern))) 
( 

OnLockUk); 
return FALSI; 
) 



elaa 



fib.flb_FilaHaM)l 



) 
) 

OnLockUk); 
return TRUE; 



( 

/• 

•• Got a file, try a match chacki 

•/ 

if (MatchFattaraNoCaaa (pattern, • 

Hot 1 fyPlnd ( f u 1 1 .path ) : 



BOOL HotifyFlndlchar 'file) 



notify that a file wae found. The file which matched ia paaaed in 

and thia ia then ahown on the screen in what every way the program 

decides. Returna FALSE for an error. (Thia months veraion alwaya 
returna TRUE however) 

BOOL MotifyFlndlchar 'file) 



Count matchea: 



files ^matched**; 



** Show on screen: 
•/ 

printf ("\a\n-. file); 
return TROE; 
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I AmigtStull 



I Big) I 



Debug 

Edit. info 

finder 

I Inder .c , Info 

finder. Ink 

SCopt Ions. Info 



dlr 

Build. Info 

Debug. Info 

Find. Info 

f Inder.c 

finder. Info 

f Inder.o 

finder 
finder I OH (28.88.94) 
tlrgunrnt count Incorrect: 
I.. "I- ■• I IHUI R path natchpattern 

finder sys: l?sheB? 
Tinder 1.88 (28.88.94) 

Scanning 'sys:' ulth a natch string of 'l?ihel?' 
sysiLllshel lSeg 
sys:Ltbs/ushell. I Ibrary 
syi : pref s/enu- arc hive/she I lu Indow 
sys:S/shell-startup 
sysiS/ushel l-startup 
svs:S--Conf ig-UShell 
syi:S^Start-UShell 
hysiS/TiibllcShrll-startup 
kys:Systen/Shel I .Info 
Operation conplete, 9 natches found. 



Our Finder program In 
action! Next month find 
out how you add an 
easy-to-use graphical 
user Interface (GUI) to 
the program... 



function calls itself which then calls itself, and so 
on. Then, for each time you go further in, a new 
chunk of memory vanishes from the stack. The 
default stack on an Amiga shell of 4000 bytes is 
sufficient for your finder utility to deal with up to 15 
levels of recursion, which in this case is nested 
directories. This is not normally going to be a 
problem. However, if you were worried you could 
either increase the size of the stack or put some 
stack checking code within the program to detect 
when things were going to go wrong. 

There is no checking code in our program this 
month because 15 levels of recursion is enough 
and because each compiler implements this sort of 
thing differently. Consult your compiler's 
documentation to add this checking code yourself. 

Recursion makes your program very simple 
indeed. In fact, the listing is fewer than 200 lines 
long including commentsl The core of the finder 
utility is a function called SearchDir(). This takes 
two parameters: the directory to search and the 
match pattern. SearchDir() then uses AmigaDOS 
functions to check every entry within that directory. 

COMPULSIVE CHECKER? 

Every file found is then checked with the match 
pattern and if it does match the NotifyFmdO 
function is called, which shows the directory in 
which the match was found on the screen. If. 
however, instead of a file another directory is found 
then SearchDir() calls itself with the new directory. 
This is recursion. 

The second SearchDirO then searches this new 
sub-directory and if it finds more directories it calls 
itself again and so on. This way. every file, In every 
sub-directory is checked. It's quite a good solution 
to the problem and it is also particularly handy for a 
lot of sorting and arithmetic operations. 

Be wary of recursive functions accessing global 
variables. Everything SearchDlr() requires to 
operate comes from locally declared variables, on 
the stack. If. you made the variable 'BPTR Ik = 
NULL' a GLOBAL variable, for example, and 
declared it outside the function then this program 
would fail. This is because a second recursion of 
the function would corrupt a variable required by 
the first. When it returned the first would then have 
invalid data to work on. In this case the AmigaDOS 
lock, which would most likely cause a guru, so be 
warned. Recursion is a joy until this happens. 

PATTERN MATCHING 

I've pulled a bit of a fast one on Kickstart 1.3 
users this month... 

The pattern matching code in 'Finder' uses the 
AmigaDOS functions ParsePattern and 



MatchPattern to check if a file matches the 
supplied search pattern. The advantage of this, is 
that complex patterns can be specified. For 
example, it is possible to specify a search pattern 
that says Find every file with "ies" In it, but not if it 
begins with "t". And it is all done for you, and 
done automatically, at that. 

The catch is that ParsePatternO and 
MatchPattemO are Kickstart 2 features. Users of 
1.3 need to adapt the program to work without 
these functions, which is not too hard, but it is 
difficult to match the power of the AmigaDOS 2 
features and the program grows somewhat in size. 

SO HOW DOES IT WORK? 

Well, it works in two stages. Firstly, AmigaDOS 
requires that the search pattern is parsed Into a 
special format which it can understand. You do this 
using the ParsePatternO function. 

In the Finder program you use an alternative 



"I've pulled a bit of a fast 

one on Kickstart 1,3 users 

this month" 



version: ParsePatternNoCaseO which is not case 
sensitive. ParsePattern takes ordinary AmigaDOS 
pattern, such as '#?.info' and tokenises it Into an 
internal format. The MatchPattemO function uses 
this tokenised version to check if a match 
happened. You use MatchPatternNoCaseO as you 
don't need to be case sensitive. 

Here's MatchPattemO used within the program: 
/* 

*" Got a file, try a match check: 
*/ 

if IMatchPattemNoCase (pattern, 
ftb.fib Pi leHomel ) 
NotlfyKindl full_path) ; 

That was easy wasn't it? Its a boolean function 
and it returns TRUE for a match or FALSE for a 
failure. Incidently, you may be interested to know 
that the MatchPattern function is highly recursive 
itself. The autodoc for it warns that you need at 
least 1500 bytes of stack! 

DOS.LIBRARY FUNCTIONS 

The Finder listing uses three dos. library functions 
which you may not have used before. In conjunction 
with each other they allow you to walk through the 
contents of a directory, checking each entry in turn 



to see if it is a file or a directory. The function 
which does the walking is called 'ExNextO'. Before 
ExNextO can be used, however, you need to use 
ExamineO to get hold of a special structure called 
the FilelnfoBlock for the directory you wish to 
search. Examine!) requires you to have an 
AmigaDOS lock on the directory, which is what you 
use the Lock() function for. Remember to UnLockO 
any Locks you create: this is a common cause of 
difficulties in programs of this nature. 

There is one very important thing to note about 
ExamineO and ExNextO: the FilelnfoBlock must be 
aligned to a four byte boundary. Unfortunately, and 
typically, both SAS C and DICE do this in different 
ways, so you must use compiler pre-processor 
statements to ensure that the compiler sees the 
correct version: 

tifdaf _DCC 

aligned struct FilelnfoBlock fib;» 

•else 

struct FilelnfoBlock aligned fib;* 

lendif 

If you are using DICE a special symbol called _DCC 
Is defined by the compiler. You can detect this and 
ensure that the appropriate line is seen. If you are 
using a compiler other than SAS or DICE, then you 
need to check your compiler documentation to see 
how to specify this. 

IS THE SEARCH OVER? 

The other thing of interest is the way in which you 
detect if the user has aborted the search. You can 
do this using CTRL-C. On a large partition, this 
program may take some time and there needs to 
be a way of aborting it. In the GUI-based version, 
you have an ABORT button but in this case the user 
holds down Control and taps C to abort the search. 

How is this done? 

Well, for each and every task running on your 
Amiga, a special long word of information is held. 
These are called the signals. Several are available 
for your own special use (you have used signals 
before when dealing with window messages), but 
some are pre-defined by the system. You are 
interested in SIGBREAKF_CTRL_C, which becomes 
set if the running process has received a CTRL-C in 
its Input stream. 

You can detect this with the SetSignalO 
function from exec. library: 

/• 

•• Deal »ith CTHL-C: 

•/ 

if (SetSignaKOL. S1QBHBAKF_CTRL_CI *"*' 
SIOBRBAKF_CTW._C ) 
( 

prlntfl-*** Program Aborted\n")| 
Unlock! Ik) | 

return FALSE; 
) 

Note that you remember to UnLock your Lock! 

EXPANSION PROSPECTS 

I have introduced several new concepts this month, 
which you are going to build on over the next two 
months. Eventually you will have a full GUI-based 
Finder utility which supports ARexx. The latter 
feature will allow you to write small ARexx scripts 
which will search multiple volumes, very handy for 
those of you with lots of hard drive partitions. 

I have made it easy to expand by keeping 
things as simple and modular as possible. Note 
that there is a NotifyFmdO function and. although 
this may be pretty pointless in this CLI- based 
version, when you add a GUI, this function will be 
responsible for updating the list on screen of all 
matches found. 

So, heat up the compiler and I'll see you here 
next month! Q3 
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Create 3D illusions - Simon Green invites you 
into the seemingly absurd world of SIRDS. 



'High Octane' - not what you'd call a gas, 
exactly, but a game of a level of quality that other 
AMOS games programmers should aspire to 



I'm sure most of you have seen the sorts of 
pictures displayed overleaf. The technical 
term for them is 'single Image random dot 
stereograms' (SIRDS), or Just auto stereograms. 
If you look at them normally they Just look a mess 
but when you view them In a special way SIRDS 
produce a startling Illusion of depth. 

They seem to have become a craze over the 
last year or so and the shops seem to be full of 
posters, postcards and even videos of these 
strange images. Someone, somewhere is making a 
lot of money out of SIRDS. now with the help of 
your Amiga and AMOS, you too can join in the fun. 

SEEING IS BELIEVING 

For those of you who have never come across auto 
stereograms before, your first problem is teaching 
yourself to 'see - them. Viewing SIRDS takes a little 
practice but is usually worth the effort. It can seem 
like some kind of conspiracy when you can't see 
them and everyone else can but, believe me. ttie 
effect is real. I was quite sceptical before I saw 
one for the first time... 

It helps to understand what your eyes are 
doing when you look at an auto stereogram. 



Normally when you look at a distant object your 
eyes do two things: 

• they rotate inwards towards each other so that 
each is pointing directly at the object in question - 
convergence; 

• they focus at the object - 
accommodation. 

The key to viewing SIRDS 
is to converge your eyes at a 
distance 'behind' the page (or 
screen), on which it is printed, 
that is equal to the distance of 
your eyes from the page, while 
still focusing on the dots on 
the page itself. 

Obviously, in normal 
circumstances, this isn't the 
sort of thing your eyes do very 
often and so it does take a 
little practice. 

The diagram on page 73 illustrates the viewing 
process. I think the easiest way to view SIRDS is to 
arrange for you to see your own reflection on the 
image and then stare at it. 




This month's listing takes a picture and 
produces a seemingly random 
arrangement of dots.(see page 73) 



since you should be able to see your reflection In 
the screen. If. however, the images are on paper, 
(such as the ones on page 73) you can get the 
same effect by sticking the page on to the outside 
of a piece of glass (such as a 
window) and then arranging 
the lighting so that you can 
see your reflection. 

Make sure that the picture 
is horizontal and look at it 
straight on from a distance of 
a metre or so. The further 
away you are from the picture, 
the greater the depth effect 
becomes. Stare at your 
reflection through the image, 
and let your eyes unfocus. Let 
your gaze wander over the 
whole image. After a few 
minutes the image should pop 
into view. If it doesn't appear immediately, 
persevere. Like I say, it can take some practice. 

Don't be satisfied with some sort of vague 
impression of depth - you will be in no doubt when 



This is easiest if the image is on your monitor, you do finally see the effect. On the other hand. 



GET THE NEW 'ZINE ON THE AMOS SCENE, PLAY THE LATEST GAMES 



You can imagine my surprise and 
excitement this month when what 
should drop on my metaphorical 
desk but a brand-new AMOS disk 
magazine called 'AMOSZINE'. 

It offers an entertaining mix of 
AMOS news, reviews, competitions 
and tutorials. There is plenty of text 
to read (see page 72) and some 
interesting source code too - even I 
learned something from it! 

The creators of the magazine 
promise that each issue will feature 
the source code to a 'well-known' 
AMOS game - a nice idea since 
there is no better way to learn than 
by studying other people's work. 

The authors have obviously 
been influenced by the style and 
content of the more well-known 
Amiga disk magazines such as 
Grapevine and RAW and this is no 
bad thing. 

The magazine software is, of 
course, written in AMOS and the 
interface is very attractive and easy 



to use. Overall, I was impressed 
with the amount of work that had 
obviously gone into making 
'AMOSZINE'. Most importantly, it 
seems to be supported by a lot of 
talented and enthusiastic AMOS 
programmers. 

If you're interested in checking 
it out for yourself, send a cheque for 
£2.25. payable to 'S.Bye'. to Steve 
Bye, 31 Wellington Road, Exeter, 
Devon EX2-9DU. And. If you have an 
AMOS magazine you want plugged, 
why not send me a copy? 

Games are an area of the Amiga 
that Amiga Shopper traditionally 
shys away from, but let's face it, 
AMOS was originally designed to be 
a games creation language, and it 
would be silly to ignore this aspect 
of the scene. One of the most 
Impressive AMOS games I have 
seen recently is 'High Octane'. It is 
best described as a two-player 
overhead-view driving game with 
guns and looks and plays like a 



cross between Psygnosis' 'Nltro' 
and the old Spectrum game 'Battle 
Cars'. The graphics, sound and 
overall presentation are professional 
and it's playable. From a more 
technical viewpoint, it's the first 
AMOS game I have seen that does a 
decent eight-way tile scroll. It also 
makes good use of the Turbo 
extension for extra speed. 

The game was coded by Paul 
Overy while graphics and animation 
are by Paul Cottage. Nice one. boysl 
If you send a blank disk and an SAE 
you get the source code to the game 
and a map editor program - for free. 

I can also recommend 
'Scorched Tanks'. 'Xap' and the 
commercial game 'Jetstrike' as 
enjoyable AMOS-created 
entertainment. So, why not ask your 
local public domain merchant for 
some copies and see what otfier 
people are doing with AMOS? 

And finally some late breaking 
news about the Turbo extension... 



For those you who missed my brief 
review in the August issue, Turbo is 
an add-on for AMOS. It's purpose in 
life is to speed up your programs 
beyond recognition, particularly 
graphics functions. 

Although originally in the public 
domain, it has now gone 
commercial. The latest version. 
Turbo Plus v2.0, includes a lot of 
interesting stuff and I hope to do a 
full review soon. The author also 
promises exciting features for the 
next version Including: 3D vector 
graphics, 3D starfields, tile-based 
'copper wrap' eight-way scrolling 
that takes virtually no processor 
time, three times faster sprites, 
three times faster screen 
commands and generally more 
speed all round. 

I can't wait. Of course, all this is 
just vapourware at the moment, but 
if you would like more hype, you can 
E-mail the distributor, Ryan Scott at 
'rscott@gate.net'. 
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The listing: a random dot 


stereogram generator 








' Single luge Random Dot Stereogram 


Generator 




Si- Pn SEPARATION (Zl) 








' bleed on the Thlmblaby, Inglis and 


Nitten algorithm 




LBPT.X-(Sf/2) 
RIGHT-LSPT.SI 








' dote per Inch 






» 








DPI.70 






If LBPT>.0 and RIGHT<.XMAX 








' eye separation (2.5 inchei) 






VI8IBLI.True 








B«.DPI"2.5 






If HIDDEN 








' depth of (laid 






' hidden surface remoral 








Ml. 1.0/3.0 






T.1 
Repeat 








' Image (lie 






ZTI-ZI42 • ( 2-MTJI'Zt ) "T/ (KOt'BI ) 








WIDTH.640 : XMAX.HIDTH- 1 






VISIBLE. Pn DBPTH(X-T.Y)<ZTI and Pn DBPTH(X»T 


Y)<ZTI 




HIIGHT.256 : YMAX. HEIGHT- 1 






Inc T 

Dntll (VISIBLE. Palse or ZTI»1) 








' uee test pattern? 






End If 








TEST.True 




. 








• do hidden surface removal? 






If VISIBLE 








HIDDEN. raise 






L-SAJCB(LBPT) 

While LoLBPT and LoRIGHT 








' stereo separation function 






If L<RIGHT 








Def Pn SBPARATI0N(Zt).<(l-mi«Zi)«EI/(2-«t'«»)) 




LEPT-L 








1 






L-SAMBILSFT) 








' depth functions 






Else 








If TBBT 






SAKE(LBPT).RIGBT 








Degree 






LEFT-RIGHT 








Def m DBPTH(X.T).0.5^Sin<X«720.0/X2ttX)'Sln(Y»720.0/YmlLX))«0.5 


L-8A1CB(LBPT) 








Use 






RIGHT.L 








F$»Psel$(""."depth»ap. iff", "Select 


a picture") 




End If 








Load Iff PS.O 






Wend 








SCI. Screen Colour- 1 






SAME(LEPT). RIGHT 








Def Pn DEPTH(X.V|.PolntlX.Y)/SC« 






End If 








End If 






End If 
■text 








Screen Open 1, WIDTH, HEIGHT, 8. Hires 






• 








Curs Off : Plash Off : Cls 






' now draw the pixels on this line 








ror N.O To 7 : Colour H, $222*11 i next 






Screen 1 

Por x.XMAX To Step -1 








Dim PIX(XMAX).SAXE(XWAX) 






If SAMKXI-X 

' free choice, choose colour randomly 








for Y.O To YlUiX 






PIXIXI.Rnd (Screen Colour) 
Else 

' constrained choice, obey constraint 








For X-0 To XKAJC 












SaMXIXI-X 






PIX(X)>PIX(SAKB(X) ) 








Next 






End If 

Plot x.Y.PIX(X) 








Screen 






Next 








ror X.O To XMAX 






Next 








Z». Pn DEPTHIX.T) 






End 









don't expect some sort of amazing, full-colour 3D 
image to Jump out of the page at you. The Image 
you see has the same dotted colour and texture as 
when you look at the page normally, but in SIRDS 
parts appear to be at different depths. 

GET THE RIGHT FOCUS 

It doesn't really help to know what you're looking 
for, it's just a question of getting your eyes 
converged and focused at the right points. When 



this happens the image snaps Into view. However, 
if you are really desperate, you can always try 
photo-copying the picture on to a transparency - 
the sort used on overhead projectors. Draw a cross 
on a blank sheet of paper and hold the 
transparency halfway between your eyes and the 
paper. Now stare through the transparency at the 
cross on the blank sheet and follow the 
instructions on the previous page. Trying it out in 
bright light and taking off your spectacles, if you 



MEM: 15198K Clock 88:89:85 Pace 2 of 6 

(Get on with it Steve! (Lee)) Right, Chris, has the CDs 
and is willing to down load stuff on to ftoppv disk 

for you for the incredible sun of onlv 68p a disk, Postage is 75p. 

If vou supply the disks I think it's 38p t disk. 
. to order stuff then phone hu 
eu pence a disk soon. Don't ' 





running the show. Still 
fifil tolunns have been pretty food. Good luck Si 
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and bevond is 
ja Vu PD/LH haven't been trading for about ohh, I dunno, a 
—out, soneuhere near a year or so now I suppose, 
find vet Rniaa Shopper still print their address in the PD lis 1 . 
This particularly bugs ne as I have tried in vain to get F1 on 
list since March. Hake up dudesl 
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Name dropping 
In AMOSZINE - 

an Impressive 
new AMOS disk 
magazine 
offering a mix 
of news, 
reviews, 
tutorials, 
and 

competitions. 
No prizes for 
guessing the 
software It Is 
written In, 
though. So no 
answers on a 
postcard or 
anything else, 
thank you. 



wear them, can sometimes, although not always, 
help. 

Finally, if after trying all these tricks you still 
can't see the effect, don't panic. A small 
percentage of the population can't see them. So if 
find you are one such don't kill yourself over It. 

HOW DO SIRDS WORK? 

The theory is quite complicated, but I'll try to 
provide a brief overview... 

The human brain has lots of methods for 
working out how far away things are. Perspective, 
size, shading and texture all give clues as to the 
depth of objects. But the most powerful depth cue. 
at least for objects that are relatively nearby. 
comes from 'stereopsls'. Just as with most other 
sighted beings the human has two eyes each of 
which receives a slightly different view of the world. 
The brain fuses the image from each eye to create 
a single mental picture that includes depth. This 
process is known as stereopsls. 

Traditional methods of displaying 'three- 
dimensional' Images rely on somehow displaying 
separate images to each eye. Remember those red 
and green glasses that you got free with comics? 
And those old ViewMaster toys that looked like a 
pair of red binoculars and came with a selection of 
pictures on cardboard discs? 

Random dot stereograms (RDS) were first 
created back in the 1960s by a guy called Bela 
Julesz. He invented them to demonstrate how a 
sense of depth could be produced solely from 
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stereopsis, without any other cues such as 
perspective. Bela Julesz used two separate images 
made of random patterns of dots which didn't look 
like anything at all when viewed separately. 
However, when the images were viewed in stereo, 
using a special piece of equipment (Just like that 
ViewMaster toy), they created an impression of 
depth. This demonstrated how good the brain was 
at matching corresponding features in two images 
from the eyes to produce a 3D picture of a scene. 

More recently, in 1990. two people called Tyler 
and Clarke, realised that it was possible to merge 
together the two images from one of Julesz' RDS to 
form a single image. This image, when viewed in a 
special way, produced the same depth effect, but 
without needing any special equipment. These are 
the SI RDS you see today. 

THE PROGRAM 

For space reasons the listing program on page 72 
has few comments and isn't very user-friendly, 
however, it works. It uses a more sophisticated 
method than most public domain SIRDS generators 
and produces more correct images. 

The program has a built-in test formula that 
generates a pattern that looks like an egg box. in 
fact, it's a sine wave in two dimensions. When you 
first run the program it generates a SIRDS using 
this formula. The program is not exactly fast but 
Turbo extension users can replace the 'Point' and 
'Plot' functions with their Turbo equivalents 'F 
Point' and 'F Plot' for a slight increase in speed. 

Once you have generated and seen this test 
pattern you can start creating your own SIRDS. 
Change the line that reads TEST=True' to 
'TEST=False' and the program prompts you for a 
depth map picture (a standard IFF picture but 
where each pixel represents a depth into the 
screen). You can create a depth map using Deluxe 
Paint or your favourite paint program. The depth 
map picture must have the same resolution as the 
output image (640 x 256 pixels in the program as 
it stands), but it can have any number of colours. 

Set the first colour in the palette to black and 
the last colour to white. Then use the spread 
button to produce a smooth spread of greys 
between black and white. Black now corresponds 
to the farthest distance into the screen and white 
corresponds to the same level as the page. So the 
darker the colour the deeper behind the page the 
point appears in the final Image. 

However, the number of different levels of 




You've been had! 
Random dot 
Stereograms fool your 
brain Into thinking It's 
looking at a real 
object. It's all to do 
with having two eyes. 
Anybody with more 
than two eyes 
probably won't be able 
to see them. Nor will 
anyone who has eyes 
which look like this... 
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depth that you can produce in the final Image Is 
limited: the exact number is equal to Fn 
separatlon(0)-Fn separation) 1) and is dependent on 
the output resolution. The higher the resolution, 
the more levels of depth you can produce. 

GOOD RESOLUTIONS 

The DPI variable in the program determines the 
horizontal resolution of the output In dots per inch 
(DPI). It needn't be exact, but you can measure the 
width of the picture on the screen, or on paper In 
inches, and divide this into the width in pixels. On 
my monitor, a high res screen Is about 70 DPI and 
a low res screen about 35 DPI. The SIRDS you see 
on the opposite page should be about 125 DPI. 

The 'HIDDEN' variable Is a flag that controls 
the hidden surface removal. You can switch it on by 
changing this to 'True', but it does slow down the 
program. This Is only necessary for scenes where 
there are sudden changes in depth (for example, 
the Amiga Shopper logo) and prevents spurious 
echoes' from appearing in the image 

The easiest way to print out the stereograms is 
to save them as IFF pictures and then print them 
from Deluxe Paint (or your favourite paint program). 
Remember to set the DPI in the program for the 
size you are printing the image at. 

As it stands, the program uses eight shades of 



gray to draw the SIRDS. but you can change It. 
Obviously, the minimum number of colours you can 
use Is two (black and white) but you could have 32. 
Most commercial SIRDS are coloured and textured 
with nice patterns rather than just being random 
dots. This is done purely for artistic reasons, but 
doesn't really add much to the effect. 

It is quite easy to alter the program to produce 
textured SIRDS: simply add some code to load In 
an IFF picture containing the texture and change 
the program so that, rather than choosing a 
random colour, it takes the colour from the 
corresponding point on the texture. Note that for 
this to work properly the texture must be fairly 
rough and non-predictable: the fractal plasma 
clouds from July's Amiga Shopper make Ideal 
textures and the picture below demonstrates 
SIRDS textured with a fractal plasma cloud. 

YOUNGER GENERATIONS 

You can also try generating a number of different 
SIRDS of the same image (with different random 
numbers). Display each of these images in quick 
succession, produces an Interesting 'shimmering' 
effect which can make the SIRDS much easier to 
see. Colour cycling SIRDS can also produce some 
disconcerting effects. 

So unfocus your eyes and enjoy! 




This Is what happens when you run the SIRDS 



i Amiga Shopper 



logo shown on page 71. (Personally, these just give me a headache - Ed.) 



The fractal plasma clouds produced In AMOS (from the July AMOS Action 
column) are Ideal for converting Into SIRDS, as long as your brain can cope.. 
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PROTEXT 6.5 at new Low Price £74.95 



Professional Word Processing for your Amiga 



Now with Auto-Correct and Preview 

Auto Correct ■ Learn from your typing errors and next time correct them automatically 

• Abbreviations expanded as you type ■ Capitalises sentences and proper nouns 

Preview ' Shows a full page just as it will appear ■ Works in any screen mode 

■ Shows different size fonts, bold, italic, underline, sub/superscript and graphics 

Feature* ■ Unrivalled printer support including PostScript (over 400 printers listed) 

" Fast spelling checker and thesaurus ■ Graphics import and viewer 
' Flexible find and replace function works across multiple files ' Hyphenation 

• Styles with scalable font and colour support (printer permitting) 

• Index/contents " footnotes ■ indent tabs ■ file sort/conversion ■ add column 

■ Multi-column printing " up to 36 documents open " programmable mail merge 
1 Workbench New Look throughout, Public screen support, ARexx 

Value • Last year Protext cost £152.75. Today, though it is better than ever, it can be 

yours for just £74.95. Price includes two months' free technical support. 

"Unbeatable for speed and text editing options - 

AMIGA SHOPPER. Jul 1994 

"An excellent tool . . . fast and easy to use" 

AMIGA FORMAT. Mil 1994 



Protext 6.5 



£74 



.95 



For any Amiga with at least 1Mb and Kickstart 2.04 or later. (Also Atari, PC). 



Do you have an earlier version of Protext to upgrade? Perhaps you originally tried a cover disk 
and now have version 4.3. You can take advantage now of the lowest ever upgrade prices. For 
these prices you get the full program and benefits as described above. Call 01 733 68909. 

Protext 6.5 Upgrade.: From 6.1 £29.95 5.5 or 5.0 £39.95 4.3 or earlier £49.95 



Exfile, the Magazine for 
Protext users 

Exfile is now the essential read for all 
Protext owners. Relaunched and being 
edited by Arnor, Exfile includes 

• Authoritative articles by the 
programmers of Protext 

• Contributions by knowledgable 
Protext enthusiasts 

• Readers technical queries answered 
■ Protext discussion forum 

• Hints and tips about using Protext 

• Programs and macros 

• Ideas to help you make the most of 
your printer 

6 issue subscription costs only £16. 
Back issues £3 each. 

"The Protext Companion" 

New Protext tutorial book by Alan 
Bradley (Sigma Press) £15.95. 



~7 



Wl^zi 



Amor Ltd (AS), 611 Lincoln Road, Peterborough, PE1 3HA. Tel: 01733 68909. Fax: 01733 67299 

All prices include VAT, postage within U.K. (Europe add £5. elsewhere add £10). Access/Visa accepted. Cheques payable to Arnor Ltd. 
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BLOCK CAPfTALS PLEASE 



a 

□ 
a 



INTRODUCTORY 6 ISSUE TRIAL ........ £10 (Europe cisi 

(3 back Issues <■ 3 Issue subscription) 

6 ISSUE SUBSCRIPTION _._ £ 15 (Europe am 

(Starting wltti the current Issue) 

1 2 ISSUE SUBSCRIPTION £25 (Europe as) 

(Starting with the current Issue) 

- WOLF FAUST PRINTER SOFTWARE 



□ 
I 

□ 
I 

a 
i 

a 



STUDIO PRINTER SOFTWARE 



£49.95 



(WB2+. supports oil DeskJets, LaserJets and compatibles, 
Ricoh LPI200, and most Epson compatible 24/48-plns) 

. £ 15 (Europe £20) 



STUDIO LIGHT 

(WB2+, usob/e demo of Studio with fixed settings for all DJ 
and L] printers, price Includes Intro 6 Issue trial to JAM) 

CANON DISK £15 (Europe £30) 

(WB2+, Enhanced drivers for use with Canon bubble Jets 
and lasers, price Includes Intro 6 issue trial to JAM) 

CANONSTUDIO £ 15 

(WB2+, registered shareware version of the CanonDlsk. 
More features, more documentation, no crippled bits.) — 



I enclose a cheque/money order for £ 
NAME 



ADDRESS 



POSTCODE 



DATE / / 

Send your order to: 

Just Amiga Monthly 
75 Greatflelds Drive 
Uxbridge, UB8 3QN 

Photocopy or use a separate piece of paper if you dont want to cut your magazine 



Cheques and money orders 

made payable to: 

JAM 

Telephone 01895 274449 
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FREE! FROM SILICA 



• DELIVERY 
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• 2 VEiy? WARRANTY 

l£rchiding comunublB) 

• PnartTER Jul Win Citijeo dot matm printers horn SiIicj 



WINDOWS 3.1 

FfM window 3 1 diivef with Ptinto Kit 

HELPLINE 

TKhnol support during oIkb houn 
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CITIZEN ARC 24 



fflff PRINTER KIT INCLUDES 

• fit" MM w(tt Amiga Print Manager 

• $sf Disk with Windows 3. IQrmr 

• 1 8 Matra Paratlal PrfnHf Cable 

• 700 Shafts ot Continuous Papar 

• 50 Continuous Tractor hoi 
Address labats 

• SO Continuous Tractor Food Disk Labels 



AMIGA PRINT MANAGER 
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• 24 pin ■ 80 column 

I92cps Drall (I2cpi) 
64cpsL0tt2cpi) 

• 8K Printer Butter 

• 5 Fonts - 2 Scalable 

• Parallel Interlace 

• Graphics Resolution 
360x360dpi 

• fpson 4 IBM 
Emulation 

• Autoset Facility 

• Owe. < <f&/flW 

• Built-in 50 Sheet 
Automatic Feeder 

• SASYSTARr SArV 

■ Windows Driver 

■ Amiga Driver 

• Optional Extras: 
I28K RAM. Colour 
Kit, Tracloi Feed 

• FREE Silica Printer Kit 
2 Year Warranty 



£2**. vat £25 



FREE DELIVERY 
IN UK MAINLAND 
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FREE WATCHU 

1 M UC PRINTER FROM SIIICJ 
I WRIST WATCH FROM CITIZEN 

£35.99 



1 WHEN VOU BUY All ABC PRINTER FROM SILICA 
CLAIM A FREE WRIST WATCH FROM CITIZEN 



WORTH 
F OFFER PERIOD to SEPT TO 30IK NOV 94 



HRP 

PRINTER KIT £49 00 

TOTAl VALUE £23600 | 

SAVING £119/0 
SILICA PRICE: £118 30 
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INCLUDING VAT 
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• 50 Nozzle Head ■ 
QuietABdBtA) 

I SOK Primer Butter 
I t » IC Card Slot 
i 3 Fonts Built-in 
I Optional HP Compatible 
Font Cards 

> Parallel Interlace 

• Graphics Resolution: 
300 •300dpi 

< HP Deskiet Plus 
tPCUtl Emulation 

> Automatic Sheet Feeder 
i Includes Windows 

3 1 Driver 

> Monochrome t Colour 
Versions Available 

> 2 Year Warranty 
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• Citizen Switt 200/200C - 
24 pin - 80 column 

• 270cps SO (iScpt). 
2t6r.psDratt(i2cpi), 
72cps LO (tlcpu 

• 8k Printer Butter ■ 
40K maximum 

• 7 LQ Fonts 

• Parallel Interface 

• Graphics Resolution: 
360 x 360dpi 

• Epson. IBM, NEC P20 S 
CEL Emulations 

• Quarter Printing Facility 

• Auto Set Facility 
Bi-directional Interlace, 
Auto Emulation Detection 

• Ultra Quiet Mode - 
43dB(A) 

• Colour Printing 

Standard - Switt 200c, 
Optional - Switt 200 

• FREE Silica Printer Kit 
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THE SILICA SERVICE 



Before you daode wtwn lo buy 
. your new pnnfe* . we sugosal you 
k >- fr -«v J?/ mink very carehjlly about WHERE 
Vf.^ yA^ . H you buy « ConarJo' wfioi it wit be 
'C£ TO ike a lew monDu ahef you have 

made your purcJiasa wtven you may 
require arJOibona! penprwrais and accessories ot help and 
advice And. w* me company you buy Irom contact you wtlh 
detaas ol new o-oduca' At Sibca we ensure mat you w* 
neve nothmg to worry about Witn our unnvaied eipenence 
and eipemse we can meet our customers' requirements 
wtth an uriderilariiling wttich a second to none Ccmplele 
and letum the coupon now lor our Latest FREE tlerature and 
begin to eipenence me "Saca Sennce* 

• FREE OVERtHQHT OEUYERY: 

On all rujrflwars orders shipped in the UK mamiann 
(there is a small charge lor Saturday delivery i 

• TECHNICAL SUPPORT HELPUNC: 

A team ol techrucal eiperts will be at your service 

• PRICE HATCH: 

We nutcft on a 'Same product • Same pice* nasa 

• ESTABLISHED 1$ YEARS: 

We have a prove* track record in professional compulEf sakts 

• PART Of A C90II 4 YEAR COUP ANY: 
With over 300 surt We are solid reliable ana profitable 

• BUSINESS . EDUCATION * QOVERNIIENT: 
Volume discounts are jvartaWe Til' 001 -308 BUS 



• S/fOn^TfOOarfS: 

We have demonstration lactlHies al ail our stores 

• THE FULL STOCK RANGE: 

All ot youi computer requtiemenls horn one supplier 

• FREE CATALOGUES: 

With special otters and product news 

• PAYUEN7: 

We accept moft major credit cards cash, cheque or 
monthly terms (APR 29 8% written quotes on request) 
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THE TWO-IN-ONE MONITOR 
FROM MICROVITEC 



There's a new, highly versatile, dual purpose 
colour monitor that's unbelievable value for both 
business and games use. 

Compatible with all workbench modes, the 
Auto-Scan 1438 has high performance electronics 
and an ultra fine tube for sharp, crystal clear 
images. 

Designed and built to exacting standards for 



assured reliability and quality by Microvitec, the 
UK's leading monitor manufacturer, features 
include: 

# 14" screen 

# 0.28mm dot pitch 

# 15-40 kHz 
9 Fully autoscanning 

# MRPII compliant 
W Designed and manufactured in the 




MICROVITEC 



WHEN PERFORMANCE MATTERS 



Microvitec PLC, The Quadrant, 

Chester West, Sealand Rd, 

i JK Chester CHI 4QR 

Tel: 0244 377566 

Fax: 0244 373401 



CALL NOW ON 0244 377566 FOR YOUR NEAREST DEALER 
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Libraries are a great source of confusion 
- Mark Smiddy explores the mystery 
surrounding transient loaded functions. 




Id you know that the Amiga's operating 
system is over 1Mb of code consisting of 
hundreds of different functions? You may 
already know a large amount of that code Is 
stored in the 512K of ROM. but what you may not 
have realised Is that the rest is stored on floppy 
disk. Hundreds of pre-wrftten functions all ready 
for Immediate use are already on your machine 
and in this feature I'll be explaining the 
techniques Involved without being too language 
specific so even if you have only the most basic 
knowledge of programming you should have an 
appreciation of what libraries are. 

First though, a quick trip back to basics. Let's 
examine what a library actually is. Collins' 
Dictionary defines a library thus: "1. a room or set 
of rooms where books and other literary materials 
are kept." It goes on to mention the computer 
definition as: "5. a collection of standard programs 
and subroutines for immediate use. 

Usually stored on disk or some other storage 
media.* A storage media can be any permanent 
store - be that ROM or disk and this simple 
definition does not presume to differentiate 
between library types. I'll return to that topic 
shortly, first let's take a close look at the theory 
behind libraries. 

Like many Inventions, computers have evolved 
over a period of some years. Things have come a 
long way since Charles Babbage first described the 
linear computer and John von Neumann pioneered 
high-speed techniques. Computational power that 
used to fill a room now fits in the palm of your 
hand: power that fits on your desktop wasn't even 
possible forty years ago! 

Inevitably perhaps, microelectronics have 
advanced faster than the abstract art of 
programming; but several philosophies have 
become synonymous with good programming 
practice and libraries are one of them. The idea 
stems from the more basic premise that many 
programming tasks are repetitive and any task can 
be sublimated Into many smaller sub-tasks (which 
can be divided into smaller tasks and so on) and 
from this the subroutine was bom. 

SUBROUTINES 

Imagine a program to make a cup of tea. The 
program has one command, which we might write: 

MAKE TEA 

This makes a lot of assumptions: not least that the 
computer even knows what tea Is (it doesn't need 
to know about trained chimpanzees or the history 
of the East India Company). So we'll break it down 
into smaller sub-tasks: 

PROGRAM: HAKE TEA 

1. ADD ONE TEABAG TO MUG 

2. ADD MATER TO KETTLE 

3. SMITCH ON KETTLE 

4. WAIT FOR WATER TO BOIL 

5. ADD BOILING WATER TO MUG 



6. WAIT FOR TEA TO BREW 

7. REMOVE TEABAG 

8. ADD MILK TO MUG OP TEA 

9. ADD TWO LOWS OF SUGAR TO MUG OF TEA 

I've been quite explicit in the use of language 
here so you can spot the common factors. Two 
verbs (commands) crop up several times In this 
program: "ADD" and "WAIT". This program could 
conceivably be further sub-divided into many more 
functions, but the same thing crops up at every 
level: certain tasks need to be done regularly and 
the things they act on are merely parameters. Let's 
take WAIT as an example. 

4. WAIT for water to boil 
6. WAIT for tea to brew 

WAIT is the function. It's acting on the kettle 
and the teabag in these steps, but it could just as 
easily be waiting for a tea-break. It triggers the next 
action in a series of events. When the kettle is 
being filled, by ADD. It could read: 

2.1 TURN tap on 

2.2 WAIT until kettle la full 

2.3 TORH tap off 

REMOVE is also a function: at a lower level in 
this program it could describe: 

1.1 REMOVE one teabag fron tea caddy 

9.1 REMOVE two sugar lumps from sugar bowl 

SIZE AND USE 

Of course, these functions could be added to the 
program code directly as required. This linear, top- 
down programming is very size inefficient (but 
slightly faster). Let's assign some arbitrary sizes to 
these routines. 

Function Sixa 

ADD1 SO 

SWITCH 50 

WAIT 20 

REMOVE 150 

Taking no account of the rest of the program, If we 
code this in a linear fashion the program will be: 

150.150.50.20.150.20.150.150.150 
■990 units 

If, on the other hand, we only have one copy of 
each routine used then the program's size will be 
the total of all the functions, thus: 

150.50.20.150 
•370 units 

This simple analysis does not take account of the 
extra programming required to implement the sub- 
routine calls, but it shows the dramatic 
Improvement In physical code size. Applying this to 
computers, imagine the program to display a single 
letter on the screen was ten steps long; now 
imagine you wanted to display 1000 characters. 
Using linear code this would require 10.000 
steps! With a simple loop and a ten step 
subroutine, the whole thing could be done In less 
than 20. (As an aside, it's worth noting the original 
32K ROM for the BBC Micro contained a massive 
section of linear code Just like this to clear screen 



RAM during a mode change.) Writing a character Is 
such a common function, it should come as no 
surprise it's available in the operating system. In 
fact, the function appears in different libraries at 
increasing levels of complexity: the simpler 
functions call the more complex ones eventually 
reaching a "primitive" function which addresses 
the hardware. 

AmigaDOS commands are, in effect, a library of 
functions which provide user access to the 
AmigaDOS library. Take MAKEDIR for instance. It 
processes the command line using a function in 
the DOS library (which gets the line input from the 
"console. device" which itself calls Intuition. library), 
then uses another library call. "MakeDIr" which 
eventually calls "trackdlsk.device" to write the 
appropriate Information to disk. 

Such functions are common to many 
commands: MakeDIr for Instance is used by COPY 
when it creates sub-directories for recursive copies. 
If the Amiga didn't make such extensive use of 
libraries, the operating system would require 
dozens of disks and megabytes of memory. 

Clearly, not all these functions are needed by 
all programs: and this is where the library analogy 
comes In. You can think of any library as being like 
a conventional public library: not every person will 
need every single book. The "books" or functions 
are shared between everyone that needs them. 

INTERNAL AND EXTERNAL 

LIBRARIES 

Now that we have some understanding of what a 
library is, It's time to look at how these things are 
rationalised in a real system. In a perfect world, 
the programmers would have thought of everything, 
written the code for it and put the whole lot in ROM 
where it can be accessed quickly and easily. 
Unfortunately, there's only a limited amount of 




m 



1i:fei. 

U:tkto 

m 

L *i OT «uuiL 



-vawrf 



A few of the more modem libraries have version 
codes Inserted like In ASCII (highlighted In this 
HEX dump). This Is the "MulMaster.llbrary" part ol 
the underrated Magical User Interface. 
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Library base code Is very complex. This Is part ol 
a C language "Include" file that describes the 
most basic parts of a library base structure. 
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Editing the FBEE scrip*. /Vote /n ffi/s version I 
have added a Version string like this: "SVER: 
Free 1.0 27/8/94". 
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Eddy Carrol's SnoopDOS. an excellent utility for 
tracking down strange DOS functions shows 
"Free " at work. In between Free calls, the screen 
grabber. "Fenster" was started to demonstrate It 
really Is working. 



space in ROM (512K in the current release) and 
it's rather permanent too - I'll look at this shortly. 

For this reason the Amiga has two library types: 
Intemal-those already in ROM and external-stored 
on disk. So what go where? In a real system the 
ROM only NEEDS to contain a small amount of 
"bootstrap" code to perform simple system checks 
such as RAM configuration and possibly some 
simple diagnostics before loading the operating 
system from mass-storage (usually disk). This 
system was employed on the first Amiga A1000 
and even on developer A3000 machines too. 

This "Write Once" memory is protected either 
by a simple memory management unit or special 
software and works just like normal ROM. In other 
words, normal software can't just go stomping all 
over it. A more permanent (and safer) solution is 
employed in the vast majority of machines where 
the system is loaded onto ROM and activated by 
the bootstrap reset code. 

Even so. this still only accounts for 512K worth 
of code. That's sufficient for Intuition, AmigaDOS 
and a whole host of graphics and sound functions, 
disk drivers and so on. But many functions are not 
needed most of the time - extended floating-point 
mathematics are a good example. So, rather than 
waste the precious ROM space, these libraries are 
placed on disk. 

There's another good reason to put extra 
libraries on disk: bugs. If a bug is discovered in the 
ROM it has to be corrected with a patch 
(SETPATCH) and users have to wait until the next 
ROM is developed. 

Disk-based libraries do not suffer from this 
pathology: if a bug is found In a disk library it can 
simply be replaced with a new. 

LOADING AND UNLOADING 

All libraries are accessed by a call to an EXEC 
function (in the exec.library). In pseudo-code, a 
typical open call looks like this: 

LibBaae ■ 
OpenL ibra ry ( * 1 ibname . 1 ibrary ■ , ve r 9 1 on number ) 
IP LibBaae = 



SAV "Library failed to openl- 
QUIT 
ENDIP 

The EXEC library is always available and its 
base address Is the only constant in the entire 
Amiga system! EXEC manages everything from 
RAM allocation to devices and tasks. At this stage 
It is Important to look at what happens when a 
program asks EXEC to open a library. Several 
things can happen: 

L The library is already open. In this case 
EXEC increments the library's "use" counter and 
passes the address of the library's "base". (It's 
similar to the "Use Count" returned by the 
RESIDENT command.) This counter keeps track of 
the number of tasks allocated shared use of the 
library functions. Many libraries are opened by the 
system automatically as the machine boots: 
"dos. library" and 'Intuition. library" are two that 
spring to mind. Note: if a library is already open, 
EXEC does not care if it came from disk or ROM. 

2. The library is not open. EXEC checks the 
library name and consults the internal list of ROM 
libraries. If the name exists the library is "opened": 
a library base is created in RAM and the vector 
table copied there. EXEC returns the entry point to 
the library as a 32-bit address pointer. These 
tables take a finite amount of room which you can 
approximate as the number of functions times six 
plus 24 bytes. The AmigaDOS 2 vector table 
occupies around 900 bytes of RAM. (The library 
"base" itself takes even more - but that is too 
specific to detail here.) 

3. The library cannot be found in the system 
list. EXEC calls AmigaDOS and attempts to load the 
library from disk ("diskfont. library", 
"commodities. library" etc.) from the current LIBS: 
assignment. (Fiddling around with this assignment 
can have some very Interesting effects if you make 
it point at a disk that lacks a necessary library.) If 
the library cannot be found on disk either, EXEC 
returns a "NULL" pointer to the calling program, 
which should exit gracefully: some folk still don't 
check this! 

I've simplified the opening sequence at this 
stage because something more important is 
happening. External libraries are loaded from disk 
in their entirety] EXEC doesn't know in advance 
which functions you're going to need so it attempts 
to allocate sufficient memory and load the whole 
library into RAM. (Once loaded, libraries can 
allocate their own memory and do all sorts of 
clever little things. If any of these fail. EXEC returns 
a NULL pointer and clears the library from memory: 
technically this is called "expunging".) 

CLOSED LIBRARY PATHOLOGY 

The last thing any program should do before exiting 
Is return all resources to the system: that includes 
de-allocating RAM and closing libraries. A funny 
thing happens here: provided a valid CloseLibrary 
call Is made, EXEC decrements the libraries "use" 
counter. When the use counter gets back to zero, 
the library is marked for removal: but nothing more. 
Even If a diskloaded library was opened by a single 
program, used once, then closed: it's still hanging 
around in memory. ROM libraries aren't quite as 
bad: but the jump table and library base do take up 
a certain amount of room. 

At first sight it may seem ludicrous to have 
memory used by "dead" libraries. But this is not as 
daft as it sounds. This allows a program to open 
and close a diskloaded library at will without EXEC 
having to load it from disk every time. Individual 
programs are more guilty of this than others. Large 



applications such as "Imagine" (and other complex 
rendering programs) are great culprits. They open 
lots of external libraries and (by nature of EXEC'S 
design) leave them hanging around in memory even 
after they've quit! 

This situation is not as dreadful as it sounds 
you can force EXEC to clean up memory (a 
technique bluntly called 'garbage collection" In 
early BASICS) from either AmigaDOS or 
Workbench. Officially, the Amiga term is "flushing", 
personally I prefer the earlier term. From Shell the 
command is simply: 

1>AVAIL PLDSH 

Note: KlngCON (the CONSOLE: replacement) 
gobbles a little bit of memory for its history every 
time a command is executed so it should be 
temporarily switched off if you intend running any 
tests with AVAIL! 

To access this function from Workbench, you 
must supply the "DEBUG" switch to the LoadWB 
command in the Startup-sequence, viz.: 

LoadWB -DKBDG 
EndCli >NIL: 

This adds an extra "Debug" menu to 
Workbench containing two items: ROMWack and 
flushlibs. Selecting "flushllbs" has the same affect 
as AVAIL FLUSH command; ROMWack activates the 
serial ROM debugger and will effectively crash the 
machine unless you have a serial terminal attached 
and know how to work it! 

VERSION NUMBERS 

The operating system library is constantly being 
improved and most of us experience this through 
the various releases of Kickstart. The earliest still 
in use is VI. 2, but most machines are now fitted 
with V2.04 or V3.0. The version numbers that we 
know are different to the internal versions. For 
example, Kickstart 2.0 has an internal version 
number of 36; Kickstart 2.04 Is V37 and Kickstart 
3.0 is V39. In addition, each version has a revision 
number associated with it too. You can see this 
using VERSION: 

1>VERSI0N 
Kickstart version 39.106. Workbench version 
39.29 

Curiously enough, EXEC does not care about a 
library's revision number. The OpenLibrary call only 
reads the version number. The following 
pseudocode would attempt to access the 
Workbench 2.04 Intuition library. 

IntultionBase ■ 
OpenLibrary ( "intuit ion . library" , 37 ) 
IP IntultionBase = 

SAY "Requires Workbench 2.04 or higher I" 

QUIT 
ENDIP 

Something to watch out for here is that EXEC 
differentiates between upper and lower case. Some 
very annoying bugs can be traced to calls along the 
lines of: 

IntuitionBaBe ■ 
OpenLibrary ("Intuition. library", 37) 

Commodore's programmers' guidelines also 
explicitly state that all code should check for 
correct library returns before attempting to call a 
function. Digita's programmers fell Into this trap 
with early versions of Wordworth 3 by testing for a 
version 37 of a ROM library and assumed that all 
other libraries were compatible. 

Generally speaking this should have been the 
case, but some dodgy hard disk installation 
programs have been known to copy standard 
libraries wholesale. This problem does not rear its 
ugly head until something actually requires a later 
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version. Tracing the culprits is never easy, but 
period checks of your hard disk libraries and 
devices should ensure everything is as It should 
be. A simple check can be performed from 
AmigaDOS thus: 

1>SPAT VERSION LIBS :•?. library 

You can do the same thing for devices and 
commands too: 

1>SPAT VERSION Cil? 

1>SPAT VERSION DEVS:»? .device 

Note: very few third party commands include a 
version string but all libraries MUST have a version 
number. A list of current version numbers should 
be checked against your original disk set: given the 
number of different releases it would be futile to 
attempt to list them all here. 

MISUSED VECTORS 

The term "vector" is one of the most misused in 
computing. Although the term is not strictly 
accurate when applied to function libraries, it will 
do and in this sense it means to re-direct the 
course of a program. Vector tables used in this way 
are sometimes called "jump vectors". 

This elegant idea provides a simple way to 
access any function in any library without having to 
know its actual location (absolute address). The 
great advantage of this system is the program 
jumps to the sub-routine by jumping through the 
vector which diverts it to the correct address in 
ROM or RAM. Why? ROMs are subject to change 
and you can never know where a RAM based library 
is going to end up! At the end of the function a 
simple "return from subroutine' instruction returns 
back to original position in the program. (All 
modern languages have function calls that work in 
just this way). 

There's another advantage to storing the vector 
table in RAM: functions can be Intercepted and re- 
directed to some other code. This technique is 
widely used to patch bugs In Kickstart and provide 
special functions such as animated requesters for 
programs like ARQ, or allowing a virus checker to 
check disks when they are inserted. 

It's worth noting that the libraries function 
vector table starts 30 bytes before its base 
address. Every function is accessed by a negative 



AUTOFREE 



AutoFree is a simple AmigaDOS script that you 
can call from the Startup-sequence to keep 
those unused libraries from clogging the 
machine. By default it waits for 30 seconds, 
flushes all unused libraries and starts again. 
You can supply a longer (or shorter) time, by 
altering the value of line two. if you prefer. 
AutoFree runs in the background and takes very 
little memory in itself: the version listed here is 
for Workbench 2/3 but it could be modified for 
earlier machines by making SKIP and LAB 
resident. The script should be saved In the S 
directory of your boot disk and called from User- 
startup like this: 

RON <NIL: >NIL: EXECDTE AutoFree >NIL: 



1. -key time 

2. .def time 30 

3. resident c:Wait 

4. resident c: Avail 

5. lab start 

6. wait <tirae> sees 

. avail flush >NIL: 

8. skip start back 



LEAGUE TABLE OF REDUNDANT LIBRARIES 

Our league table of redundant libraries shows some surprising results. These calculations were 
performed using Workbench "Flushllbs" as described calculating the amount of memory left after the 
program had been launched and Immediately quit. The results are quite surprising: but note this is an 
Amiga feature and should not be viewed as a fault on the programmers or some deficiency on the 
application. The "AutoFree" script can help enormously. 



WORDWORTH 3 540K 

PERSONAL PAINT 48K 

AMOS PRO 1 K 

SUPERB ASE *• <1K 

SUPERBASE PERSONAL OK 

* Abnormal exit 



FINAL WRITER 1 SOK 

OFFICE 2 PAGE 3.5K 

OFFICE 2 CALC <1K 

SUPERBASE 2* <1K 

DPAINT OK 



offset from the base: called an LVO - or library 
variable offset. There isn't sufficient room to 
describe why here, it just works that way. 

LINKER LIBRARIES 

The libraries just discussed are universally called 
"shared libraries" and most languages (including 
BASIC) support some way of accessing these. 
There is another type only used by specialist 
languages like C and Assembler: linker libraries. 
These contain functions not supported by standard 
shared (ROM) libraries and usually comprise 
language specific functions. 

C compilers, for example, are usually supplied 
with several linker libraries containing machine 
dependent code for standard "core" functions. This 
allows the compiler to generate generic code which 
is read by a linker on the target machine. C 
proponent's use this characteristic when describing 
It as a machine independent language. What they 
don't say is the same could be true of any 
compiler: be it FORTRAN, Pascal, or Oberon. Even a 
compiled BASIC could be this portable. 

Core functions are things with grandiose 
names like "standard I/O" - abbreviated to STDIO. 
But these functions are often so simple they're 
about as much use to modem computers as a 
chocolate fireguard. Standard I/O covers functions 
such as, "get a character from the keyboard" and 
"display a formatted string on the terminal". 
Functions to handle windows, menus and high- 
resolution graphics remain machine dependant. 

Perhaps the worst feature of linker libraries is 
that they're often very memory inefficient. The C 
function "Printf" displays a text string on the 
current output stream: usually the console: but it 
has a great number of completely superfluous 
functions. Depending on the implementation of the 
linker and the library, a simple C program to display 
"Hello World" could be over 10K long! That's 
because the linker copies entire chunks of code 
from the library into the target program. 

Shared operating system libraries are far more 
efficient, since there's only ever one copy of any 
particular function in the machine at any one time: 
this Is a particularly thorny problem for a multi- 
tasking operating system where many programs 
are duplicating exactly the same code. The 
standard I/O situation had become so 
unsatisfactory by Kickstart 1.3. Commodore threw 
convention to the wind and included these 
functions in the AmigaDOS ROM library. 

THE GLOBAL VECTOR 

The Amiga has a strange history and one of the 
most unusual stories was the development of 
AmigaDOS itself. Unlike the rest of the operating 
system, AmigaDOS was originally developed In an 
unusual language called BCPL. BCPL shares some 



similarities with C, In that it can vector access 
routines, but most of the original code was handled 
by private library functions. For AmigaDOS, this 
was known as the "global vector table" and only 
BCPL programs. 

The global vector allowed BCPL AmigaDOS 
programs access to functions such as the 
command line interpreter and pattern matching. 
They were not available to C programmers: and as 
far as I know, no practical documentation exists on 
its implementation. 

Anyone who has attempted to code these 
algorithms from scratch will tell you they're a real 
bind. Pattern matching is a particularly thorny one 
and this explains why most third-party programs 
avoided the problem altogether and used linker 
library functions supplied with their compilers. 

The global vector table is still supported by 
AmigaDOS: you can see it in the STATUS 
command like this - but for most of us, it's little 
more than a curiosity: 

1>STATOS l poll 
Proceaa 2: stk 4096 ffv ISO pri loaded as 
command: IPrefs 

STATUS returns the size of the global vector 
table, "gv", as 150 (bytes presumably; vectoring to 
25 or 36 different functions depending on how you 
count it). It always has. as far back as I can 
remember, and it will most probably always stay 
that way. In some future release it might get 
dropped altogether. 

IN SUMMARY 

What does all this tell us about the Amiga? It's a 
powerful and very underrated machine that has 
suffered from dreadful marketing and survived a 
few false-starts to become a shining star among 
home micros. Perhaps the most important lesson 
to be learnt is when memory starts to get tight, try 
flushing those unnecessary libraries before 
resorting to a reset. Remember, even if a program 
falls to start, any libraries EXEC loaded for it will 
remain in memory even If nothing else needs them. 

Given that an increasing number of third-party 
applications come with their own shared libraries 
(Wordworth 3 is a good example) they will cause 
the same side effects. Rushing memory after 
running Wordworth 3 recovered a staggering 540K! 

I'm sure Wordworth uses shared libraries in 
preference to linker libraries for a very good 
reason: probably for advanced, multi-tasking 
documents. However these libraries will not be 
automatically flushed by the program when it exits: 
that's EXEC'S job. 

Don't be forced into thinking shared libraries 
are a short cut; they're far more difficult to 
construct than a linker library and even 
programmers don't want to make life more difficult 
than it already is. ^D 
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We want you to have 
the best for your Amiga, 
and we don't want you 
to break the bank to get 
it, so check out our 
Amiga Shopper readers' 
offers, all at low, low 
prices. 

Call our order 
HOTIine on 
0225 822511 

Don't miss out! Turn to page 66 NOW to check out 
our amazing AS subscriptions offers. To order your 
back Issues turn to page 60. 



WordworHi 2 



nay 
Matters 3 

This excellent home accounts 
program is easy to use, 
flexible, powerful and 
fast. Money Matters 3 
Includes features that 
enable you to view the 
data in the form of 
graphs or pie charts to 
help you keep track of 
your cash. Don't get 
lost In the money 
maze! 



Blitz Basic 2 




Description 


Money Mutters 3 


HRP 


C49.99 


AS price 


£29.99 


C'ri.-r ODdl 


AMSMM 




powerful and flexible BASIC 
programming language from 
Acid Software has faster 
compiling and coding, 
new commands, and 
everything from C 
structures to an online 
assembler. This package 
comes with a manual, a 
user guide, four Issues of 
the Blm User Mag and 
five 

disks full of Blitz Basic 
games extensions, 
and examples. 
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Blitz BMic 2 


RRP 


CS9.8S 


ASpnce 


£49.96 


Or-... .1, 


AMSBB2 
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Although It has now been overtaken by 

Wordworth 3, this is still an excellent 
word processing program, especially at 
this price. Wordworth 2 from Dlgfta is a 
powerful, fast and packed with features 
such as Intellltont, which enables you to 
use fonts from 4 to 800 points In size, 
mall merging, a large dictionary and 
thesaurus, and an indexing system. An 
extremely powerful, flexible program 
which will suit nearly every Amiga user. 



Wordworth 3 
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Wordworth 2 


RRP 


£129.99 


AS price 


£49.99 


Order code 


AMS266 




The third Incarnation of this 
excellent Amiga word 
processor adds a compendious 
range of new features, 
including editable pop up 
gadgets, font sensitive 
requesters and a user editable 
tool bar which can be placed 
either along the top of the 
screen or the side. 



Description 


Wordworth 3 


RRP 


£149.99 


AS price 


C99.99 


Order code 


AMSWW3 



megalosound midi interface 



AS binder 



Enter the exciting world of sound 
sampling with MicroDeal's 
brilliant Megalosound 
sampler. Megalosound 
enables you to grab your 
own samples, edit them to 
suit your requirements, and 
then mess them up again 
with Megalosounds many 
fun effects. 
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Megalosound 


RRP 


£34.96 


4S price 


C24.95 


Order code 


ASMEGA 




Push your Amiga's musical 

capabilities to its limits with 
the fully-featured ProMIDI 
interface which enables you 
to connect synthesisers 
and drum machines to your 
Amiga and then use the 
samples with Amiga 
Format's Muslc-X and 
OctaMED Coverdlsks. 



If your mags live In 
large piles on the 
floor, and you can 
never find the one 
you want, then keep 
your AS collection 
neat and tidy with 
these practical, yet 
stylish, white AS binders. 
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Descnptxxi 


Midi Interface 


Mill 


£24.95 


AS price 


£19.96 


Order code 


ASMKX 



Description 


One binder 




AS price 


£5 99 




Order ,.j. 


AS1M 




Description 


I*o binder. 




KSprioa 


C9.99 




Order code 


AS109 
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Like (he original Technosound 
Turbo, version two of this 
sampler from New 
Dimensions enables you to 
grab digitised sounds and 
sequence them Into 
compositions. But It also 
features many 
Improvements and new 
functions, Including dlrect- 
I to-hard disk recording, and 
I a built-in tracker. The 
, package contains a digltlser 
and a set of audio leads. 
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Technosound Turbo 2 


RRP 


£39 99 


ASpnce 


£29.99 


Order code 


AMSTT2 
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VISTA PRO LITE Music-X a 




This amazing fractal landscape program from 
Meridian enables you to build your own scenery on 
your Amiga. Then you can animate It to create 
stunning fly-bys, or use It as backgrounds In your 
own games, pictures or 3D renders. And it even 
works on standard A1200s. 



This sequencer package Is one of the most ground- 
breaking releases since the original Mus/c-X made 
such a huge Impact In 1989. Music-X 2 is a full MIDI 
sequencing package for controlling synthesisers, 
drum machines and other MIDI equipment, or you 
can use it with Internal Amiga samples. The leading 
sequencer for the Amiga. 




Description 


Vntt Pro Lite 


RRP 


£59.95 


ASpK? 


E39.95 


Order code 


AMSVIST 
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Mulic-X 2 


RRP 


C1«9 


AS price 


cm 
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If you're Interested in leisure computing and interactive 
entertainment then you can't afford to miss this year's FES. 



ORDER YOUR TICKETS NOW AND SAVE TIME AND MONEY 



Fotifam 



Earls Court 2 

26 n -30 n October 1994 



Entertainment 



CD-Rom O Amiga O Mac ft PC • CD-I ft Console* 




See the future 

Get more from your machine 

Try the latest hardware and 

software 

Pick up a bargain - save more 

money 

Order your FES ticket(s) along with 
your mail order purchase by filling 
in the form below and SAVE £1 per 
ticket - just £6 each. 



Group Booking Offer - Save £20 or 

more! 

Order 10 tickets or more and save 

£2 per ticket - just £5 each. 

Ticket prices: On the day: £7 each 
In advance: £6 each 
Group offer in 
advance: £5 each 

Other ticket sales: 0369 4235 



ORDER HOTLINE 0225 82251 1 



AMIGA SHOPPER READER OFFER FORM 



Name 

Address. 



..PoslCode. 









Description 


Price 


Order Code 
































Total order 







Method ol payment (please circle) Access Visa 

Please make cheques payable to Future Publishing Limited 
ALL PRICES INCLUDE POSTING. PACKING AND VAT 
Credit Cam no 

i nni 



Cheque 



PO 



Expiry Dale 

send this form to: Amiga Shopper, 

Future Publishing Limited, 
FREEPOST (BS4900), 
Somerton, Somerset TA11 6BR 

DO NOT SEND CASH. USE METHOD OF PAYMENTS LISTED ABOVE 

EEC customers registered lor VAT, please quote your 
registration number. 



Customers outside the UK add £4.00 tor overseas delivery 



O Ttch hero If you don 'I want to rocalvo special otlani from other •okirII y-MUtcted companwt 



A MS/4 3 
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FROM THE MAKERS OF 




* >V 



you are 

i 

here... 

But there's a 
whole world out 
there, so. 

GET ON-LINE! 



"internet, Modems, and The Whole Comms Thing" 

Everything you need to know to go on-line with your Amiga 

• How to lind your way around Internet. CIX. CompuServe and other major talk to each other? 

networks 

• Keep your phone bill down with archived tiles, off-line readers and a bil ■ ■ 

• Bulletin boards: what are they, who runs them, what do they do and how careful planning 

do you set up your own? 

PLUS Over £250 to be saved on network registration, software, hardware 

• You've got an Amiga, you've got a modem - now how do you make them and on-line services - see vouchers inside! 




'h'ld=|:M']! M J;IMrtiW];W I I^ 



a 



Name Card number 

Address 

Postcode 

^nature ... Fvnlrv Halo QQQQ 



Please send me Copy/copies of INTERNET, MODEMS, AND THE 



WHOLE COMMS THING at £19.95 

Amount enclosed 

(Make cheques payable to Future Publishing Ltd.) 

Method of payment (please tick one): 

Visa I ■ Accesss I k Cheque I ■ Postal order 



Order code FLB 122A 



□□□□ □□□□ □□□□ QLXQ 

Expiry date 

□ 



"| Accesss r 



□ 



□ 



Tick if you do not wish to receive direct mail from other companies 



Now send this form and your payment to: 

Future Book Orders, Future Publishing Ltd., Freepost (BS4900), 

Somerton, Somerset, TA11 7BR 



You will not need a stamp when posting this order and postage and 
packing are free. There are no extra costs. Please allow 28 days for 
delivery. AS43 



OR CALL OUR CREDIT CARD HOTLINE: 0225 822 511 



PUBLIC DOMAIN WORLD 85 



This month we will be pushing your limits of 
humour, knowledge, office efficiency and 
cuteness. We take a look at the latest 
Issue of the Insanely funny Lunchtlme. Plumb the 
depths of the Mandelbrolt set. Find out more 
about the girls of Eric. Take a trip back in time to 
the land of the pharoahs. We will also take at the 
AG A version of VldeoTracker a program that 
makes short work of making videos. 

CORAL QUARREL 
(STARRING CHARLEY CAT} 

Roberta Smith DTP 

Coral Quarrel is a five-disk animation, created by 
Anthony Whitaker, that stars Charley Cat. Charley 
is a cute cartoon-style cat who decides to have a 
day out at the seaside. 

This animation details the chaos that ensues 
as a result of this fateful outing. Things start off 
reasonably well, Charley arrives on the beach and 
sets up his huge amount of equipment. To keep 
the sun off, Charley has also brought a parasol, but 
the accursed thing won't stay open, this provides 
an excuse for all sorts of comic antics. 

Anyway Charley decides to hang-ten, and 
charges off in his wet suit with surfboard in hand. 
While pulling several stylish poses he crashes 
headlong into a large post. 

On returning to the beach Charley spies an 
attractive female cat. But she's accompanied by 
her boyfriend and this is where the real action 
starts. It comes thick and fast too, in true Tom and 
Jerry-fashion, with violent blows and tricks aplenty. 

Well, that's as much as I am going to tell about 
the actual story. The quality of the animation Is 
excellent, it's very fluid and well-drawn. The only 
thing you might want to consider, is that one or two 
scenes may be unsuitable for young children. But 
there is nothing In there that is any worse than you 
might find in a most children's cartoons. Because 
of the number of disks the animation is on. loading 
takes a heck of a long time. However, I think it Is 
definitely worth the wart. 

Product Rating 87% 




Charley has never much luck with women, or 
with female cats for that matter. Catch up with 
him in his latest adventure. Coral Quarrel. 



WORLD GEOGRAPHY 

Magnetic Fields (ED037) 
This disk actually contains two related programs. 
World Geography and Geo Base. Both of these 
programs have been written by Tony Kingsmill and 
was put together using AMOS. DPaint 3 and the 
World DataBank. 

World Geography is the more graphical of the 
two programs. It contains several maps that the 




Graeme Sandiford continues his search for 
the best in PD and shareware programs. 



user can navigate by pressing Fl. F2 or F3. 
Pressing Fl will take you back to the previous 
picture, F2 will display information about the 
current map and F3 will move you onto the next 
map. One of the first maps that you will encounter 
is a rough map of the Solar system. While It was 
not drawn to scale or contain a lot of detail, does 
show all the planets in their relative positions to 
the Sun. 

There Is also a map of the world's oceans. 
This page contains some interesting information 
about the large bodies of water that cover the 
greatest part of our planet. There are also maps of 
the European Community and the UK, each of 
these areas waterways and major islands are 
also covered. 

Geo Base provides geographical information 
about several countries. The information also 
Includes details such as prominent mountains and 
major rivers. 

As well as the geographical data, the program 
also contains information such as the main 
languages, primary religions and capital city. While 
the information contained in the database is quite 
detailed, there have been a few countries that have 
been missed out. For example there is no data on 
China, Turkey, Jamaica. Hong Kong. Korea or Iraq. 

These are not particularly bad programs, but 
neither are they outstanding. They do contain some 
interesting information and would probably appeal 
to children between the ages of 7 to 10. 

Program Rating 83% 

TUTANKHAMUN 

Essex Computer Systems 

One of the subjects that I didn't enjoy at school, 
but have since developed a love for. is ancient 
history. It's fascinating stuff, learning about the 
Mayans, Aztecs, Egyptians, Romans, Turks and 
Greeks can be great fun. Tutankhamun is a 
licenseware (£5.50 for two disks) program that 
sets out to tell you all about this ancient Egyptian 
Pharaoh and a bit about the history of Egypt too. 

It has been written in AmosPro and sports a 
simple-but-effective interface. In operation the 
program is very quick and there is little need for 
disk swapping. This Is a clear sign of good program 
design, as a lot of the program's details are stored 
in memory and only things such as images need to 
read from disk. If you wish, you can also install the 
program to hard disk as well, although it runs well 
enough with two floppy drives. 

The program is divided into six main sections: 
System, Chronology. Reference. Pictures, Diagrams 
and The Story. The System section contains an 
Introduction to the program and Tutankhamun's 
burial site, instructions on how to use the program, 
a quiz and the preferences screen. 

The Chronology section provides a timeline and 




details the rise of Egypt as a world power. It also 
places Tutankhamun's life and death in the stream 
of time and the time of the discovery of the 
Pharaoh's tomb. 

The Reference section gives details of books, 
exhibitions, Egyptian society, dynasties of the 
Pharaohs and the curse that Is said be protecting 
the tomb. 

There are plenty of hlglvquality scanned 
images and diagrams. There 29 scanned in all. 
most are black and white, but there are few colour 
images too. The diagrams are mainly of the tomb 
and burial chamber, but also include detailed maps 
of both Egypt and the Kings Valley. 

The Story tells of Tutankhamun's short reign 
and how his burial site was discovered and 
excavated. It details not only the events of the 
excavation, but the expectations and observations 
of those who uncovered it. 

This is a very well-researched program that 
contains oodles of interesting and useful 
information. It is well designed and easy to use. 
The content is of high standard, both In terms of 
the Images and the text files. I only wish they had 
this program while I was at school. 

Program Rating 87% 

MOVIEGUIDE V2.04 

Online PD 

MovieGuide is a database of recent films. The 
previous version of the program was a little "flaky", 
as a result its search functions did not always work 
as they should. It also lacked any details of the 
films' storylines. Version 2.04 sets out to make up 
for the short-comings the first revision 

MovieGuide is a two-disk program which can 
also be installed to hard disk. It contains 
information about a surprising number of films. In 
essence it is a database program and is used in a 
similar manner. You can search for a film by 
either entering its title, director or the name of one 
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of its cast. 

If you have used a search criteria that 
produces a list of several films, you can also 
choose a sorting method. You can view the films by 
name, genre or by year. To reduce the searching 
time you can limit the program to a genre and a 
country of origin. 

Once a list of films that match your criteria has 
been compiled, you can click on each film to view 
its director, cast and on some, a brief description 
of the plot. If you click on either the directors name 
or a member of the cast, the program will then 
direct its efforts to finding all the films that a 
director has directed or that a member of the cast 
has appeared in. You can also print out entries. 

When I'd taken a look at this program before I 
was quite impressed, but disappointed by the 
unpredictable search function and lack of 
Information about the films plot. Well, the search 
function has been fixed, but while plot information 
has been supplied with several films there are 
quite that have not. Maybe I'm being unreasonable 
and they've only described the films they have 
watched themselves. I guess there is a limit too 
how many films you can watch and how many you 
can afford to buy. Nonetheless this is good 
package that has been smartened up and made 
into an ever better one. 

Product Rating 92% 

SIMBA THE LION KING 
CUP ART 

Cynostic (disk CA024) 

I hate cute things, especially cute animals that 
have been animated in a cute way in cute films. 
Alright, I admit I did watch Beauty and the Beast... 
and The Jungle Book. . . and Sleeping Beauty. Okay, 
okay - I admit that I'm as big a sucker for cutesie 
cartoons as anyone else. Anyway if you are a fan of 
such things then the Simba Clip Art Collection will 
interest you. 

As you might expect this is a collection of 
images taken from the Disney animated film Simba 
the Lion King. In fact they are actually shareware 
so if you do find a use for them you are asked to 
pay a registration fee of $22. 

The pictures are of high-standard and as they 
are in 16 colour mode they can be used on any 
Amiga. They feature the fuzzy feline in a variety of 
poses and during several stages of development. 
There are pictures of Simba as a baby, as a 
youngster and as an adult. There are even pictures 
of him with young lioness, In fact there are pictures 
of Simba doing every kind lion-like thing imaginable 
- well almostO'll bet the're am't any of him ripping 



a wilderbeast open-Ed.) 

While there are several well-drawn pictures, in 
this two-disk set, of undeniable cuteness. its hard 
to see what practical use they can be put to, as 
you are unable to use them commercially. I guess 
this one is for people who have kids who enjoyed 
the film or just like cute lions. 

Product Rating 78% 

UTILITY COLL. #6 5 

Cynostic 

As the disk's title would suggest, this the 65th disk 
of Cynostic's collection of utilities. On the whole 
It's been an Impressive collection so far, all the 
more so for its rate of growth. 

• The first program that I tried out on this disk 
was VirtualWorld - who wouldn't with all the hype 
surrounding VR (Virtual Reality). Of course I wasn't 
expecting to Immersed into Lawnmower Man-like 
environment, but I was interested in seeing what 
kind of real-time graphics the program would be 
capable of producing. 

If you want to get a decent result from a 
program like this you really need at least an 020 
processor and plenty of RAM. The program is 
already supplied with several demonstration 
worlds, so using the program is simply a matter of 
loading the world of your choice and then 
wandering around at your leisure. The worlds that 
have been supplied cover a wide range of 
environments, everything from cheese sandwiches 
to whole buildings. 

There are several ways for you to navigate a 
world. The default mode is walk, but you can also 
fly, drive or even rotate around your current 
position. In each of these modes you use the 
mouse to control your movement and the "+" and 
"•' to control your speed. This is a very intuitive 
method that means you can select the most 
suitable mode for the type of world you are In. 

The detail that the program can handle is quite 
impressive, especially if you are using an AGA 
machine. With a 1200 or 4000 the program will 
take advantage of a 24-bit palette and an 
fncreased copperlist range. The program is also 
very fast on a 1200 but, proved to be too much 
for the office's 1500 to handle - as it crashed a 
few times. 

It is quite a good program and is definitely a 
lot of fun. Although I was a bit miffed when I 
couldn't find any instructions on how to create your 
own worlds. 

• Smenu is a tiny program, just 25K in size, 
that can be used to from one screen to another. 
For example if you are working In Directory Opus 
you can easily switch back to Workbench's screen 
or to that of another program. 

Yes . I know you can do that by pressing <left 
Amiga><m>. But, this simply cycles you through 
the available screens. Smenu. however will pop-up 
on your working screen and produce a pull-down 
menu with a choice available screens. This means 
you can go to any screen with out having to cycle 
through ones you don't want. 

• MouseWatcher is a bizarre program that 
draws a pair of eyes on your screen that watch your 
mouse pointer as it moves around. I was not 
impressed... 

• Have you seen those annoying Ronseal 
adverts, the ones with that bloke who always looks 
angry? They go a bit like this; "Ronseal damp- 
proofing, it does wot it says on the label - use it, or 
your house will turn to dust and blow away"! They 
really bug me! But. I will resort to similar methods 
to describe QuickFoonat. It does what you think - it 
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Mouse-Watcher Is part of Cynostic's utility 
collection U6S - but I no Idea why. 

formats disks, use it or use another program. 

Well, actually there is a bit more to it than that, 
the program can handle several different formats. 
Including OFS. FFS and DCFFS. It can also create 
bootable disks, by performing an install on the disk 
automatically. However, it doesn't do much else, 
it's not really a bad program or anything- It Just 
doesn't do very much. 

• MFormat is another program that performs 
the same function, it formats disks. But, the thing 
it can do that no other program can do is change 
the default volume name of a disk that has just 
been formatted - wow. Right, that's it. I've had 
enough of disk-formatters to last me until the end 
of the year. 

All in all this is a pretty good collection with a 
couple of handy programs, most notably 
VirtualWorld. 

Product Rating 85% 

LUNCHTIME #5 
"WARDROBE RACING FOR 
FOREIGNERS" 

Roberta Smith DTP 

In my 8 months or so of reviewing PD software for 
Amiga Shopper I can honestly say that I have come 
across a number of bizarre things. But, this two- 
disk magazine is the most strange, but oddly 
entertaining thing that I have encountered. 

It's produced on a yearly basis. Apparently, 
"the writers are all put in a little room, our eyelids 
are propped open with match-sticks, our mouths 
are sellotaped shut and our names are changed by 
deed poll to Dame Xanthia Sagga, until the 
magazine is complete". If you ask me. it all sounds 
a bit too much like Amiga Format's monthly routine. 

Anyway the magazine is humour-based, and I 
must say it Is by far the funniest I've seen so far. 
Be warned though, it's the sort of thing that makes 
you laugh so much that if you're drinking at the 
time then It will come pouring out your nose. 
However, it does contain some material that is 
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Although Lunchtlme has been certified by the 
British Board of Frisian Cows It may still offend. 
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Mand2000 is full of cool features and you don 't 
even need a maths degree to use ft. 

likely to cause offense - there's a bit of bad- 
language too. 

On the whole though, it is hilarious. When you 
bootup the first thing you will see is a short 
animation that is a tad on the sick side, but not 
too much. After that has been displayed you are 
free to read the articles. There is a wide variety of 
topics covered and several short stories. One 
that really split my sides was the mock BNP 
newsletter - hilarious. 

The stories are well written and vary greatly in 
style. Some are outrageous through out. while 
some start off quite seriously and then go berserk 
half-way through. But. they are all funny, if a little 
childish at times, and managed to amuse most of 
the office. However, you should be warned that 
some of them, well most really, could cause 
offense and are definitely the sort of thing you 
wouldn't like your child to read. I would advise you 
to buy this disk and keep it in a safe place. It may 
be worth something in a few years, when they have 
become famous - unless they are committed to an 
asylum first... 

Product Rating 97% 

MAND 2000D 

Club 1200 

Whether you are Into maths or not. you have to 
admit that fractals are pretty cool. Mand2000, 
unsurprisingly, is a program that allows you to 
explore the inner beauties of the Mandlebrot set. 
This is only a demo version of the program so one 
or two functions have been disabled and dialogue 
boxes pop-up randomly from time to time informing 
you of some useful function the program has. 

So, you are probably wondering what 
Mand2000D has to offer that other fractal can't 
provide. The first thing I noticed was how intuitive 
to use the program is. You could quite happily go 
zooming about the Mandlebrot set without using 
any requesters, relying only on your mouse. You 
can also use a joystick if you wish, to move your 
view around. 

As well as being very easy to use the 
program is pretty quick. Its redraw and calculation 
speeds are quite impressive. Its animated zoom is 
also very quick as well as being very handy. You 
can zoom in on the set by simply double clicking an 
area of the screen. As this Is animated it stops you 
from being disoriented when moving from one 
position to another. Instead of suddenly appearing 
at another location the program animates the 
magnification. 

The creation of animations is another of 
Mand2000's abilities. It can generate two kinds of 
animations. It can create morph anims that will 
morph fractal images to other shapes. It can also 
create zoom anims. where you enter a start and 
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AnyMonth Is one of these spooky perpetual 
calanders - although It only goes up to 9999. 
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Are you being paid for the work you've done? Find 
out with the Pay Advice Analyser. 

end position and the program tweens the 
necessary frames. This one's pretty good for 
adding to rave demos and the like - if you are Into 
that sort of thing of course. 

The program is a perfect balance between 
speed and ease-of use. It also has a number of 
unusually funky features and is altogether a pretty 
cool program. 

Program Rating 86% 

OFFICE HELPER 

Roberta Smith DTP 

Office Helper is a compilation of seven programs 
with a common goal - to make the time you spend 
in your office more productive. The disk has been 
compiled by those nice blokes who call themselves 
the Assassins. The programs they have seen fit to 
include in this collection are: AmigaDiary, 
AnyMonth. Flexer, Homebudget, Payadvice. 
ShareManager and ShowSTD. 

• AnyMonth is one of those perpetual calendar 
thingies - they're a bit spooky if you ask me. It's 
dead simple to use. you can jump to any year by 
entering a 4-digit number. Aha, it's not so 




ShowSTD not only tell you where a postcode 's 
town la, It will show you - not literally of course. 



perpetual after all - you can't go beyond the year 
9999! To change months you simply need to enter 
its first three letters. You can enter a short 
message by clicking on the day of the event. 

• AmigaDiary is a little pop-up diary that 
helps you to keep track of important dates. The 
program also has a scribble that can be used to 
make brief notes. 

• Flexer is a database program without too 
many frills. It pretty much follows the same format 
as most program of its ilk. You can define the size 
and positions of the fields create and give them 
headings. You can or sort records by any of their 
fields. I nice option Is being able to view the 
records either in the form of a list or as cards. 

• HomeBudget is a home accounts package. 
Again this is a program that Is relatively easy to 
use. It works through a series of menus, which are 
represented by a set of buttons at the centre of the 
screen. As you click on a button you are taken to 
the next sub-menu or requester. 

There are six main menu buttons for each 
section of the program. The checking button will 
take you to the area where you can enter what 
checks you have paid out. There is also a savings 
account menu that helps you keep track of how 
well your savings are doing. Clicking on the budget 
menu will give you access to your overall financial 
status. Auto Action is a great feature that can be 
used to add transactions that occur automatically 
each month. Miscellaneous accounts Is where you 
keep track of independent accounts. You can use 
report to give you a graphical representation of your 
current status. 

This a tidy little program that while it may a bit 
and little too simple for some peoples' needs it 
should have enough features for helping most to 
steer a course away from financial ruin. 

• Show STD is a handy little program that will 
help you find what part of the country a STD code 
belongs. As well as typing the code's city at the top 
of the screen it will also plot the town's position on 
a map of Britain. 

• Pay Advice Analyser can help you to keep 
track of how much you should expect to be paid. 
The program takes into account how much your 
basic pay is. commission, overtime and special 
pay. It will combine these figures to provide you 
with a gross pay figure. Next it will ask you for 
variety of deductions such as National Insurance, 
tax and pensions. 

Once the program has both sets of figures it 
will set about calculating your net income. Once 
again it Is a simple program, but it does its job with 
the minimum of fuss. 

• Share Manager is a useful program if you 
have a large number of share portfolios. If you 
haven't then you'll no doubt find it exceedingly 
boring. If you fall into the first category you can use 
the program to keep track of several portfolios. 

Well, there you have it. a collection of 
useful but simple programs. If you are running a 
small business or looking after the accounts of a 
club then I dare say you'll find this collection of 
some use. 

Product Rating 80% 

THE GIRLS OF ERIC 

Cynostlc 

Eric Swartz has been one of the most consistently 
popular Amiga animators for as long as I can 
remember. He has produced some of the best and 
most humourous animations ever to be seen and 
what's more he has turned them out by the bucket- 
load. Eric has produced a wide variety animations 
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Ground Zero Software 
Ground Zero Software is a PD 
library that has been around for 
some time, but has kept a 
relatively low profile. Jeremy 
Ford runs the library single- 
handed and yet has managed 
to keep the library full of some 
of the best new PD and 
shareware programs. 

In fact there are one or 
programs in their catalogue 
that I've not seen elsewhere. I 
managed to catch Jeremy at a 
relatively quiet moments, to 
have a quick chat. 
Why did you decide to run a 
PD library? 

Originally, about three years 
ago now. I thought, like many 
people, that it would be good 
way to earn money. Then, after 
about nine months of losing 
money, the library started 
paying for itself and guess my 
efforts were rewarded. I guess 
when I first started greed was 
the motivating factor, but I'm 
not someone who is lazy. I did 



put the effort In to try and 
make it a success. 
How many disks have you 
managed to collect now? 
'it's actually only about 3000. 
Although that might sound a 
little on the small side, it's not 
as most libraries that claim to 
have 7000 pfus disks, 

These libraries usually have 
a lot of older programs that 
nobody really orders anymore. I 
try go for quality rather than 
quantity. To be honest, there 
are" a lot of naff programs out 
there and I rather just collect 
the best stuff. 
Do you have any kind of 
speciality as a library? 
I've tried to make the library 
different. I also try to go for one 
or two obscure programs, I've 
gotten hold of things such as a 
chess tournament programs, 
language. tutors and medical 
programs. 

Although these don't 
always prove popular, and it's 
things like DiskSalv and like 



that sell in large quantities, I 

think is nice to have a slightly 

broader choice. 

What do you like best about 

running a PD library? 

It's definitely not the long 

hoursl I guess, because I put a 

lot of effort Into running the 

library, it's nice to hear from 

satisfied costumers. 

And the worst part? 

It's got be the long hours. On 

an average day I start at about 

9 or 10am and work until 

midnight. 

What do you think of the 

Amiga PD scene at the 

moment? 

I think that the quality of the 

software is improving vastly. 

When I look back at some older 

programs they were more 

difficult to use and less 

functional. 

In general they are much 
easier to use. At the moment 
there is a very large number 
of products flooding in all 
the time. 



but. his most popular ones have featured a number 
of very female animal characters. 

Apparently some people, especially reviewers, 
have become confused by the large number of 
•girls" that have made an appearance in his 
animations. To help clear up the confusion, and 
provide a little background information. Eric 
has decided to release a HyperBook presentation 
to help people differentiate between these 
lovely lasses. 

The presentation covers five "girls", each of a 
different species. A text file accompanies each one 
that provides a brief description of their 
backgrounds and personalities. Amy the Squirrel. 
by far Eric's most popular character, is described 
as "51% sweetheart and 49% bitch". Apparently, 
"she likes to be in control of the situation, but if 
she loses control and becomes riled, she has the 
capacity to be the scariest, most elemental force 
you've ever dealt with*. 

Each "girl" has some pictures as well as a text 
entry. Along with Amy are Clarisse Cat. Tammy 
Vixen. Rachel Raccoon and my personal favourite 
Sabrina the Skunk. Wait, what I am saying "my 
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ABank Is attractive too, but only In terms of GUI 
design - Windows programmers take note. 



personal favourite" - I'd better a get a grip and tie 
up this review before I lose it completely! Anyway 
this presentation has provided me with some 
interesting background information and is definitely 
worth a look if you're a Schwartz fan. 

Product Rating 87% 

ABANK 

Immediate Arts PD 

Abank is a charming little account management 
program from France. It was written because its 
Author was fed up with ugly-looking accounts 
programs, and who can blame him. Thankfully, 
Abank has been designed to be easy to use as well 
as pretty to look at. However, it Is demo version of 
the full program and is limited to 50 operations. 

Aside from being pretty, the program has a few 
other impressive features. It Is AGIP-compatible 
(AMOS Global Interface Protocol), which means if 
you have a copy of AGIP you can alter the 
program's Interface as much as you like. It can 
also load PowerPacked files. The program can 
simultaneously load ten accounts and can produce 
graphical statistics. 

As the author Intended the program Is very 
easy to use. To create a new account you first need 
to give a few details such as the name of the 
account owner, the account number and your 
starting balance. You can even add one of the 
programs ready-made icons for your bank or the 
account type. Once this has been done you can 
add operations (transactions) by simply entering a 
date, its nature and whether it Is a credit or debit. 

As you enter your transaction two running titles 
are updated. The first is your Real balance, which 
consist of transactions that have and have not 
been validated. The Bank balance derived only from 
validated transactions. You can also generate bar 
and pie charts to give you a pictorial view of your 
account's status. 

In operation the program pleasant and easy to 



use. However, it is not without one or two bugs. 
The main one is that it doesn't multitask probably - 
when you switch from the program's screen you 
can get back to the program. Nonetheless the 
memory that is taken up by the program remains 
unavailable - bummer. 

Aside from that little quirk the program Is 
excellent and certainly makes a change from all 
those dreary MS-DOS look-a-like account managers. 
Program Rating 91% 

THE ASSASSINS WB2 
COLLECTION 

Roberta Smith DTP 

Occasionally I have a good feeling about a disk, 
even before inserting it into my machine's drive. 
This was the case with this disk, whether this was 
due to the way it felt In my hand or because It Is 
part of the Assassins collection I cannot say. But, 
upon inserting it I was pleased to see one or two 
familiar programs and several that looked 
promising. As a result, I fell upon the contents of 
the disk with glee and my mouse pointer. 

• The first icon that I double-clicked on was 
that of PPGuide. This Is because a subscriber had 
requested that if a program that could display 
PowerPacked AmigaGuide files existed, he would 
very much like to see it on the subscribers' disk. 

PPGuide did indeed turn out to be such a 
program and will also appear on this month's 
subscribers' disk. It is also likely to reside on my 
hard disk for some time. 

• LoadUbrary is a program that just might 
reduce the number of times that I bash my head 
against my desk each issue. One drawback to 
doing PD World is that my Libs: directory collects a 
horrendous number of library files. The trouble is if 
you Install the libs necessary to run a program you 
can easily forget to remove them. 

LoadUbrary can be used to keep an eye on 
which libraries are installed to your machine. It can 
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MUSiC MACHINE MARKITING LTD 

TEL: (0204) 3C7410 FAX: 

1! PEALS OS THE W^ f J 

■ 

All the above Only £299-00 

Without SX1 Only £9900 

DmI .1 

Games 1, Games 2, Games 3, CDPD 1 Only £29-00 

■1 i 

MMM floppy/printer interface instead of SX1 Only 

£19900 

Sex Model File (Glamour disks) 18 rated • needs FMV cart 

for CD32 IBM CDi MAC From £19-99 

We do not condone or supply illegal hard-core material. 
Proof of age and identity is required. 
FMV on CD - 16 titles available - needs FM cart for CD32 

IBM CDi MAC M From £14-99 

Telep 'dor on 

Tel:! HO tox: 0*04 380953 or post KM 

39 aridgoman Place, Bolton 8W 1&3 




FOUR GREAT GAMES 

and all this Maths revision... 

Times Tables 
Addition 
Subtraction 
Multiplication 
Division 
Fractions 
Decimals 
Using calculators 
Shape & Space 
Money problems 
Measurements 
Number patterns 
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SUPER FREE GIFTl 

onfy for Kommom mm/1 art**' oumfommrm I 

CASIO SOLAR] 
CALCULATOR] 



AMIGA MATHS ADVENTURE 

For ages 6-14 price £25.99 &*. vat 

Now available from your dealer or direct from Kosmos. 



Write or telephone for our new FREE 16-page colour brochure of 
Educational and Leisure software (Please state computer type) 
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Kosmos Software Ltd, FREEPOST (no stamp needed) 

DUNSTABLE, Beds. LU5 6BR 

Telephone 0525 873942 or 875406 



msmoas 



L fffttftffJ 



Railway 

Simulations for the 

Amiga 




These are realistic railway simulations, acclaimed by customers In over 20 
countries, many of them working railway staff; now almost the whole range 
is available for tthe Amiga. They do not offer arcade-style graphics, simply 
realistic displays based on those used In modern signaling centres. 
Compatible with v\torkbench 1 , 2 and 3, and hard disk compatible; minimum 
of 1Mb required. 

Birmingham 1982 - A real challenge! Five routes to be handled In 12 

K a rlorms, some of which can hold two trains. Your task Is to ft a 1 5-minute 
terval local Cross-City service, and other local services, In between 
main-line services on the former Midland and North-Westem routes, with 
the added complication of loco-changing on the cross-country routes to the 
south and west. £16 M 

NEW! Traffic Control: Birmingham New Street 1993 - One of the busiest 
stations In the country on a typical weekday, when the Cross-City services 
were running divided, diesel to the south and electric to the north. As featured 
in the press and on radio. £1 5.96 

Also Newl Driven Euston - Crewe - Drive an electric or HST on the West 
Coast main line Not "driver's eye view"; gives a plan view of the route 
showing your position, plus gradient profile & signals, £16.96 

Special offer: Both Birmingham 1982 and 
Birmingham 1993 for only £23.95. 

Prices shown above Include VAT, postage & packing (UK or overseas). 
Please send payment with order, or quote full credit card details (Including 
expiry date), and remember to state your computer type. 

Over 50 other raifway simulations available now for the Amiga - SAE for 
complete 1st. 



MasterCard 




SIAM Ltd. (Dept. ASH), 1 St. David's Close, Leverstock Green, 
Heme! Hempstead, Herts. HP3 8LU 



LOLA 



w SAVE OVER £32 

we offer (whilst stocks last) 

SCALA HT10O home titter for only £1 7.50 
(r.r.p. £49.99) 

when you buy a MiniPRO or MiniGEN genlock 
from LOLA 



Mini PRO Genlock LV 



AMIGA 
SHOPPER 

"has to be 
a good buy" 




GOLD 
AWARD 

CAMCORDER 
USER 

"Best Peripheral" 
1993-4 



£149.9* 

A.U.I 

"I will have no hesitation in pushing aside the genlock I 

have been using for the last 5 years and replacing it 

with the MiniPRO" 



LOLA MARKETING LTD 

FREEPOST, MARKET HARBOROUGH, 
LEICESTERSHIRE LE16 7BR 
TEL: 0858 433501 
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LOLA PRODUCTS DESIGNED AND MADE IN UK 



L500 
miniGEN 
genlock £69 
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also remove them once they have served their 
purpose. Using the program is easy - once it has 
been double-clicked it opens a small bar that once 
selected will bring a menu with a click of your right- 
mouse button. Using this menu you can load and 
remove libraries as necessary. Great - I love itl 

• I don't believe it, I haven't bashed my head 
on the desk all day! Replex is just as helpful as 
LoadLibrary when it comes to reviewing PD 
programs. This little gem can be used to fool your 
computer into running one program instead of 
another when it is requested by a file. 

This means you can you can use what ever 
program you wish to view a text file, play an 
animation, display a picture or whatever. This stops 
error messages appearing when you double-click on 
a file that wishes to use a viewer you do not have. 

• People are strange, and some programmers 
are even stranger. MTV is a strange program, 
probably written by a strange programmer, for 
strange people. All it does is create an animated 



MTV logo that does all manner of unusual things in 
your monitors top right-hand comer. Like I said 
strange. Oh yes it does one other thing - it crashes 
my 1200 quite nicely. 

• TrashMaster is a program that does 
something interesting. If you drop a file on to its 
icon it will delete that file. No. not like Workbench's 
trashcan - this program deletes files for good. Is 
this a good idea...? 

This is a mightily impressive collection of 
programs and there are plenty of other familiar 
programs that I have not mentioned. These include 
Magicmenu. ToolsDaemon, NoCIIck and Guru. This 
is really a great compilation of programs that 
should be Included in your collection. 

Product Rating 95% 

VIDEOTRACKER AGA 

Club 1200 

One of the products I enjoyed reviewing most in 
issue 40 was Almathera's Video Creator. 
VideoTracker is kinda like a PD version of 
VideoCreator as it can be used to create similar 
effects and sequences. In fact it could be 
considered to be more powerful in one sense. 

VideoTracker can be used to combine 
animations, music modules and effects. It can 
even convert your own machine code effects to 
VideoTracker's own routine format. However, to do 
this successfully It will help a great deal to have 
the developer's kit. 

For us non-programming types the best way to 
describe how the program works is to compare it to 
a music sequencer. You can load a music module, 
then add animations (any anim5 format), effects 
etc. to create a "video". Once you are satisfied with 
the result, you save it as a vidule. A vidule is an 
executable file that will playback the routines, the 



module and animations. 

In practice the program is very easy to use, 
there are even example routines and animations 
supplied to help get you started. If you do get Into 
trouble you can refer to the program's 
comprehensive documentation. However, the 
documentation is too long, as a result It makes 
navigating it a little difficult. 

The best thing about VideoTracker is that you 
can create a demo, intro or a presentation without 
any programming skills. All you will need is a music 
module, an animation program like DPaint and 
some of the routines supplied and you'll be well 
away. Some of the routines include things such as 
scrolling text and these can be used In conjunction 
with ASCII files and colour fonts. 

The only PD competition this program has Is 
the latest version of MainActor (which I'll be 
reviewing as soon as I find a library that stocks it), 
which it does not support routines as it is more of 
animation compiling program. 

Program Rating 89% 
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With an Amiga and a copy of VideoTracker you'll 
be making Pot Noodle adverts In no time. 



TOP TEN PD CHART - IT'S THE ONLY CHART THAT COUNTS 



This month we continue our quest to keep you up-to-date with the most 
popular PD at the moment. We give you a list of the top ten programs and 



Club 1200 



disks that have been ordered from two PD libraries. It gives you a chance 
to see which programs are popular with your fellow Amiga-users. 



Roberta Smith DTP Tel: 081 455 1626 



VideoTracker AGA 



Blackboard 



Magic Wb Backdrops Vol.2 



Magic Wb Icons 



Mand 2000D 



A1200 Diagnostics 



Jesus on E's Fix Disk 



Magic Wb Backdrops Vol.1 



Lyapunovia 



Viewtek V1.5 



57 Europa Road, Lowestoft, Suffolk, NR32 4BQ. 



Vark 5 (CLI Utils) 



Brushed Pink 



Aircraft Clip-art 



Please Release Me 



Video Titler V2 



Magic User Interface 



Robertas Blue Collection 



Eagle Player 



Office Helper 



Cinnamon Fonts 



190 Falloden Way, Hampstead Garden Suburb, London 
NW11 6JE 
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Vrder hotline. 0793 490988 
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Professional Clipart, Fonts, Objects & Sounds for all Amigas 



SOUND FX 



. SFX01 VEHICLES 

Can •kidding, breaking esc 
jSRCOM MOVIES 

Inc. 2001, Monty Python, Wizard ol Oz. 

Stanvevs etc. 

SFX04 STAR TREK 

A range of Star Tta* SFX. 
H SFXuoHOUSEMUSIC 

Samples ol Houaoy ell acta 

SFX08 BOMBASS 

Bass sound fx. 

SFX07 ALARMS 

Car alarms, security alarme, ale. 

SFX08 HUMAN 

Weird humanotd sounds 

SFX09 MACHINES 

Mechamal machines ele 
: SFX 10 EXPLOSIONS 

Enplosione and Breaking etfecta. 

SFX 11 -2 CARTOON 

Bugs Bunny and Mends. 

□ SW13 ALIENS 
Creepy rhinos 
SFX14 WEAPONS 

Inc guru, grenades, eaptoslons etc 
[ SFX 1 5- 2 CREATURES 

Large collection ot creature sound effects. 

rnc dogs, cata. chickena etc. 

SFX17NATURE 

Wax), thunder, hurricane etc. 

□ 9FX1B-2 MUSICAL 

Huge range ol musical effects. 

sfSuo-2 noises 

Creaky doors, drips, explosions, beepa 
ale. 



IMAGINE SOFTWARE 



LJ Compters Imegin* ocwki w Fiea with any order 




□ 3PS4-1 SPACE STATION 
Inckidaa a stunning space station 
rjea>dsnd a space cruiser. 14.00 



WW4-1 FORMULA ONE 
StunrKng watt™ Fermuu One 
Racwg car oC4sa. Pray M.00 
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L1APC4-1 ALIENS APC 
A&sno Armoured Personnel 
Can* Only £4.00 




BLF4-1 BABYLON S 
Four superb Imacma objects ol 
Babylon 5 spscocralt Only ti 00 



Q V3930 DINOSAURS 4 ANIMALS Includes different animals Including an animated T-REX 
M VJS31 WWII A MISC AIRCRAFT A number ol different aircraft 



J V3S32 MODERN AIRCRAFT 
1 VS933 STARWARS OBJECTS 
_ V3934 STAR TREK OBJECTS 
_, V3935 AMIGA 1000 OBJECT 
□ V8B36 AMQA A3000 OBJECT 
m VJS37 BILLIARD, BUILDINGS 
V3940-2 VEHICLES 
V3942 MISC OBJECTS 



Apache. Boeing 737 F1 17, F15. SR71 Bleckbed. X29 and more 

Loada ol oWerenl obiecls lorm Star Wen 

Loads ol dUtetenl obiecls from Star Trek 

Keyboard, Mouse Base 

An object ol the Amiga 3000 

Includes various objecta including Chess and various bulldmg* 

Includes BMW. Future Bke. Ferrari Ft, 32 Oodge, Steam Engine 

Apple, Sonic, Commodore, Surfboard, Joystick, etc 

VJ7O0-2 IMAGINE OBJECTS 1 4J A collection ol various obtecta, Tommy Gun, Cheaa Piecea. etc 

VM1 B USS ENTERPRISE Star Trek object. It's so detailed you need al least 4 meg. 

V4110 IMAGINE TEXTURES A collection ol atmbuls textures 

V41 1 1 IMAGINE "Qa A" The moat asked quostions answered 

V4400 ATTRIBUTES 2 Hundreds ol stunning new attribute tenures 



IMAGINE 

rmvrs. nsm m nrram/sjM 

1W peSaf OMPMkn tar at kHsn uan 
tm «>aiei soowi ■!«- Br t reeenor* 
Meajre met wen • wet laist a mom 
tee* eaax Oat nembrai star*. 
Wsjejei aie«i4iM ■«« m 

Twee XTser ana fisdae. m 

lanleaaam 
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oolmiaMSUieiJ/ 

raff mum coupahoh «sx 
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Introductory prlco £7.95 

ORDER D IMAGINE MINIS 4 TIPS , 



SAMPLES CT) 

V4211-S RAVE SAMPLES 1-5 

Top quality rave samples 1 00a 

V4065 BASS SAMPLES 
: V2S3 IFF SAMPLES A.BRIMBLE 
O VJI1 MOEL'S IFF SAMPLES 
D V314-0 IFF SOUND SAMPLES 

V10S8-3 HOUSE SAMPLES 1-3 

□ V1223 PSYGNOSIS SAMPLES 
V1737-5 XPRE2 SAMPLES 1-« 

□ V17S1 X-PRESS SAMPLES 
] V1755 QUALITY SAMPLES 

P V2OT0 ELECTRONIC SAMPLES 

V2S86-4 IFF SAMPLES 1-4 

V2921-2 PURE SAMPLES 

V2924 PURE SAMPLES 3 

V3379-3 OCTAMED PRO Sample. 

V3733 OCTAMED SAMPLES 

V3753-2 DRUMKIT SAMPLES 
P V37S7 RAVE SAMPLES 
D V3917-12 ROGER'S SAMPLES 
» lor use In any music package « 



VOCALS US D 

Huge ranQe of varied vocal enacts ranging 

From Rave to Choir vtc. 

AN Ove disks lor jus! £10.00 



BREAK BEATS 1-5 

Large collection ol very high quality 

loopeble Seals Perfect lor back Iracka. 

All five diaka lor jusl £ 10 00 



Colour Clipart 



CCHOS-2 HORSES £8.00 

Ow 20 anages 

CCDIS-2 DINOSAURS C5.00 

25 lop quality htwom 
J CCPT1 0-5 PLANTS £10.00 

M plant piauiei 

CCLS1W UNOSCAPES C10.00 

Tod quality images ol landscapes 
I , CCMH2-5 Mlscelleneoua C12.00 

Various colour unseat 

CCFR7-3 FRUIT £7.00 

Almost 50 Images 

CCCV3-1 CARS £3.00 

13 car Images In li* colour 

CCSHS-2 SHIPS £5,00 

Over 30 ship pictures 
: CCIB7-3 INSECTS £7.00 

Intacta A Butteitaas 
D CCMI14* Miscellaneous £14.00 
D CCFLf 2-6 FLOWERS£12.0O 

B0 flower Imsgoa 
C CCCA3-1 CATS £3.00 

10 cat Images 
1 CCRE10-4 REPTILES £10,00 

Includes Snahat. Hunts ale 

CC0O6-3DOGS £tJ.0O 

40 dog Images 
C CCPA8-4 PAINTING £1.00 

Clssfcc peinllnga 
C CCtl12<4J FISH £12.00 

Ajmost 100 colour Ten nsoes 

CCBI147 BIRDS £14.00 

Over 100 Detour imeots 0' DUOt 

D CCAP4-2 AIRCRAFT £4.00 

Over 30 sircrsft pcrurat 
Q CCMA8-4 MAMMALS £8.00 

40 antnalli reuse 
.. CCMOM MOTORCYCLES £4.00 

20 images 

CCD08-4DOGS2 £8.00 

Anottiar 70 dog pictures 
□ CCVE5-4 VEGETABLES £1.00 

SOvegtUDta 
L, CCMA10-5 MAMMALS 2 £10.00 

Mora animal Images 
. CCFLM FLOWERS TWO £1.00 

SOmoMtloeen, 




Mono Clipart 
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ART3-2 HOUSES 

Tlartch coMaes fists, owktlnqs see 
ART3-3 RELIGIOUS 
BtMM, Pilosis. Cioesas ate 
ART4 WW1 AIRCRAFT 
Largs rsnga ot aircraft Images 
, ART5-2 MEN PeocM worung 
ART8-2 WOMAN 
AHT7-2 KIDS K«i paying 
ARTS BUSINESS f sopkl 
docking In. working, talking etc 
ART9 OFFICE Pens, paper. 

) AtfffbfffiDtNTr""' 
; ART11 SALETIME son. oft. 

SALE. Instant crads Hurry etc 

ART12-3XMAS 

Hugs range ot Xmas images 
, ArfT14 ANIMALS 

ART1 SCATS 

, ART16 SILHOUETTES 

ART1 7-2 SCHOOLS 
. ART18 BABIES 
1 ART25 HOLIDAYS 

B u ck et and spade, Isols, unfWla 

ART2T ART NOUVEAU 

ART28 BUTTERFLIES 
j ART29-2FOO0 

ART33 HORNBACK 

ART34-2 TEDDY BEARS 

AmrVAN^FARE 

ART36 HALLOWEEN ART 

ART37 SHOWTIME 

ART38 VEGETABLES 

ART39 FLORAL 

ART40 MYTHS 

ART41 DOGS 

ART42 CATS Cat images 

ART43 AFRICAN 

ART44 AMERICAN 

AHT45 ARCTIC 

ART48 FARM 

ART47 MIXED ANIMAL 

ART40 BIRDS 

ART49 MORE ANIMALS 

Loads wots rrirstiiqout srwnat rscs 

ART50 ANIMAL LINE ART 

la» dpet msatt us d Miy fejk ajsltr 




□ MOWE5-2 WEDDINGS 
endes. grooms, cakes, rings 



PROFESSIONAL CDROM TITLES 

Suitable for any Amiga configuration litted with a CDROM drive. Floppy drive & keyboard 




PROFESSION A I H>M-W I> 

O— .WiAdak/tw! «.»^ *- — m~.t—m CD 
1— ■>♦*! ilWV^ 



J MULTIMEDIA TOOLKIT 2 
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CLIPART (0 



Okfr IS OOO Cltaun mfri in IFF. • Wiw- IFF 
>"y faariferr. PmitiHttm r»M A 
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Priority Order Form 

Address 



m;u.i imixw. i 



Orcl©r VaiJu** 



Amiga model Payment 

Credit Card No 



E^ 



AH cnotvi irnaUM ara nonK) u IFF to tfity can tw used in any Amiga DTP or pan 

pataga. Qooo» art not aokl on a trial period 

U Imagine otMecli require Kickttart 2 o* 3 lo opcale 

Ml Sampiev'SoundFX are IFF to can ba used wflh any music package «; MuscX, 

Octarnad, Sound Tracker etc 
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Amount of Packs 
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Have your say. There's £25 on 
offer for the best letter we 
publish each month. Send your 
opinions to: "Talking Shop", 
Amiga Shopper, 30 Monmouth 
Street, Bath, Avon BA 1 2BW, 




COLD COMMODORE? 

Maybe the future for the Amiga lies 
In Commodore's death? I mean, 
Instead of looking for support to 
continue developing the Amiga 
technology alone, why not allow 

other companies to use and build upon It? 
This might kill Commodore, but would mean 

other companies producing Amiga-compatible 

clones, maybe even Incorporating Amiga 

technology Into their PCs. 

This would benefit the other millions who 

already own Amlgas because new hardware and 




Would the Amiga be better off away from 
Commodore? See COLD COMMODORE 



software would be continuously appearing. The 
Amiga has the potential to be a bigger hit than 
the PC, It's Just establishing a similar userbase to 
the PC that would take a lot of effort. What we 
should ask Is... 

"Is It Commodore we wish to save or the 
Amiga technology itself. Are Commodore the Ideal 
firm to try and develop the Amiga alone?" 

Andy Lukaszewski 
Sheffield 
Although it looks as if Commodore UK are going to 
be the ones to carry on the Amiga line, I think there 
is a case for Amiga clones. Where several 
manufacturers are competing drives the prices 
down which is why PCs are now so cheap. 

However, it does lead to confusion with 
different manufacturers taking different 
interpretations of the standards which exist. Look 
at the profusion of PC clones and the vast numbers 
of different types of interface buses available... 

AMAZING ADVERT 

After Just reading the letter entitled 'DTP Dawn' 
last Issue, which listed a lot of the excellent 
software available, I was hit with a brainwave. At 
the moment Commodore are not selling many 
high end machines. Why? Because not enough 
professional and semi-professional people know 



about Amlgas due to lack of advertising. 

Why Is this? Because Commodore cannot 
afford to? Why can't they afford to? Because they 
are not selling many high end machines. 

This Is a vicious circle so how can ft be 
broken? My brainwave... 

Get all those nice software/hardware 
developers who are making all that excellent stuff 
to create a series of TV ads made entirely with 
Amlgas and their products. Watch sales of 
machines, software and hardware soarl 

Steven Balls 
Kent 
An extremely good and interesting idea. Programs 
such as Babylon 5 have done much to raise the 
profile of the Amiga, but I'm sure that Commodore 
could do more if they put their minds to it. 

Hopefully we will see some adverts of the type 
you describe appearing on our sets very soon. 

BLASTED BASKETBALL 

It Is my birthday soon and I have been looking for 
a basketball computer game, but, you've guessed 
It, I'm having no luckl Please can you help me by 
answering a few queries? 

1. Are there any basketball games on the Amiga? 

2. If so how many and what are they called? 

3. Can you give me a rating for all of them where 
one Is good, five Is poor, and so on. 

4. Can you tell me the name of the companies 
which publish them? 

Ian Stewart 
Newcastle 
No. I can't. We don't and never will, cover games, 
except in the particular sense of how to program 
and create them. 

Try writing to either Amiga Format or Amiga 
Power at the Bath address above. 

Both will be overjoyed to tell you what you want 
to know. 

ROLLICKING REVIEWS 

How Is It that I can read a review in Amiga Format 
(of Imagine 3, tot example) and be advised to buy 
the product as soon as possible and then read the 
review of the same product In Amiga Shopper and 
be told that I would be a moron to do any such 
thing? They are, after all. your sister magazine. 

Why can't we have a bit of consistency? Who 
am I to believe? 

Now for my guide to building The Super 
Amiga... 

You start with an A1200. First you need to 
'box' It and add five or six Zorro 3 slots (with a 
controller that works), Ave or six PC slots and 
four or five video slots. 

The CPU should be upgraded to a 68060 or 
better and a fast PC-style processor added. 
Workbench and Klckstart could be improved 
and/or upgraded to allow PC Windows and DOS 



software to run under Workbench and Amiga DOS. 

A better Agnus chip should also be added to 
give 6- or even 8Mb of Chip RAM which should be 
built In, along with 6- or 8Mb of fast RAM. A one 
or two GB hard drive should be built In along with 
a fast SCSI II smaller drive (say 100 Mb) for use 
with a program like Giga Mem' which should be 
built Into and executed by Klckstart. 

Finally, a multi-play CD-ROM drive, a FPU. a 
Genlock and a FMV unit should be added, with 
the fabled 'AAA' chipset, to turn your Amiga Into 
a top of the range' video manipulation tool. 

And now for something completely different... 

Ever been bothered by noisy neighbours? Are 
you regularly kept up till gone 3am? If so, here's 
a way to get back at those noisy gfts next door. 

First you need a pair of powerful stereo 
speakers hooked up to your Amiga and a very 
cheap sample ripper. Next, load up Workbench 
and scan your memory with the ripper. If you 
haven't been using any music programs or games 
then the 'sample' that the ripper plays you should 
sound even worse than Des O'Connor. 

Next save the 'sample' out to disk and waft 
until your neighbours have finished partying and 
are asleep. Then, dangle your speakers out of the 
window, crank the volume up to full and play back 
your sample continuously until dawn. 

Isn't revenge sweet? 

Jack Gibson 
Weston-super-Mare 
Although Amiga Format and Amiga Shopper ate 
both published by Future Publishing, we are 
separate magazines. Part of this involves reviewing 
products in a different way. 

We have always reviewed products from the 
viewpoint of the serious Amiga user and will 
continue to do so. If this means that we give 
different marks to the same product, then so be it 

As to who should you believe? Well, both 
reviews are done by people who know the program 
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well and who know what they want. However, 
reviews can be quite personal things although both 
our reviews and those in Amiga Format give you the 
facts about a program. 

Ultimately, the verdict is decided on the basis 
of how useful the program is to the person writing 
the review; how easy it is to use; how good the 
documentation is, and so on. People have different 
opinions, which is why for reviews of important 
products or programs we now ask several different 
people to give their opinions. 

I don't think we have ever accused anybody of 
bring a moron for taking Amiga Format's advice. As 
I used to be a writer on that magazine and know 
the standards they expect from contributors, I think 
it pretty unlikely that we ever will. 

Sometimes we will disagree with what Amiga 
Format says, but I think I'd rather have some 
interesting debate about how good programs are 
instead of hearing everybody saying the same thing 
without sufficient testing. 

Your proposed new Amiga sounds like an 
excellent machine, but I bet it would cost a few 
quid. It would certainly be an Incredibly powerful 
video workstation as long as you could afford the 
many thousands of pounds that it would cost. 

I think that the better option is to produce a 
machine which can easily be expanded out to the 
sort of specifications you describe. After all, not 
everybody would need a Genlock or a PC emulator. 
Wouldn't you rather buy a base machine and add 
the bits as you need them? 

This also means that you wouldn't pay extra for 
bits of a machine that you weren't going to use and 
that when you started getting into video you could 
add an FMV unit and a Genlock, taking your pick 
from the models that were available at the time. 

Although the A4000 is a pretty good machine, 
there are problems with it (such as only having a 
maximum of 2Mb of Chip RAM and an extremely 
slow memory access). It's also way too expensive: 
although the Amiga is far easier to work with than 
PCs or Macs it is more expensive and this puts 
many people off. 

Let's hope that the new owners of the Amiga 
can bring down prices of the high end machines 




9 out of 10 Amigas said their owners preferred... 

...to read good and interesting letters in Talking Shop, the letters section of Amiga Shopper. And far be 
it from us to disagree with such distinguished opinions, so we offer £25 for the best letter every month. 
Of course, everybody has their own interests, so here's a list of the sorts of things we spend hours 
discussing among ourselves in the Amiga Shopper office: 

The Super Amiga 

Commodore UK's management buyout 

Interesting and unusual uses for your Amiga 

The Subscribers' disk 

The next model of Amiga 

What you like (or don't like) about Amiga Shopper. 



and put some money into research and 
development to get the Amiga up where it belongs 
- at the top. 

I'm not sure that playing hideous 
screeching noises is the best way to get back at 
your neighbours. 

I would imagine that both the police and the 
Noise Abatement Society might have something to 
say about playing back your Amiga's memory at 
loud volume through the night. 

I have always preferred to hold my own party 
and invite the entire street - everyone, that is. 
except my noisy neighbours. 

AMAZING AMIGAS? 

It is unfortunate that the A4000T is so expensive. 
I am getting one In about two-and-a-half-months' 
from now, (I was fortunate enough to get a 
summer job that paid me enough) however, not 
many other people are so fortunate. 

Something which Commodore could surely 
have sussed by now just by taking a quick look at 
the sales figures? No - obviously not, Commodore 
are just as arrogant as they have ever been. 

Finally, here Is a message to Commodore: 

If I were you I would: 

• shove a 40MHz 68040 (MMU) in your A4000T 
along with a SOMHz FPU; 

• add another 4Mb of fast RAM to take the total 
up to 10Mb; 

• redesign the processor board so the memory 
chips are used on It, eliminating the memory 
access glitch In the A4000T's design and 
doubling the speed of the Amiga In the process: 

• hack about £500 off the asking price and then 
try selling It. 

As for the A 50 00 (if It ever happens) I think 
the way forward is via the Power PC chip. The 
Power PC-based Mac can run old 680x0-based 
software; I think that a PowerPC-based Amiga 
would, too. As for Windows NT and Unix, well, the 
Power PC chip would make these an absolute 
doddle to run on an Amiga . 

If Commodore decided to adopt their own 
processor or use the 68060 (which Is likely to 
generate about as much heat as a small furnace!) 
the Amiga might not have a future. 

The PowerPC range of micro processors offer 
unrivalled processing power, with the added 
benefit of parallel processing (the PowerPC 604 
chip can execute no fewer than six Instructions 
simultaneously — I'd like to see the Pentium do 
that! ) and It looks like the Ideal processor. 

The simple fact Is: there are now much more 
powerful machines on the market and unless you 



start making your machines more powerful, and 
chopping lots off the asking price (especially as 
you see fit not to supply any of your machines 
with monitors or hard disks as standard), you 
could find yourself going exactly the same way 
that Commodore US went - down the drain. 

Oliver Jones 
Sutton Coldfield 
There is no doubt that the future of high end 
computing lies with some form of RISC-based 
processor and I would be surprised if the next 
generation of high end machines didn't at least 
have the option to run on a RISC processor. 

However, I think you are a bit hasty to write off 
the 68060. Initial reports indicate that it is going to 
be an extremely powerful chip with several 
profound improvements over the 68040. Motorola 
have also announced that they will supply a 
daughterboard which allows you to plug a 68060 
into the 68040 CPU socket which sounds like an 
interesting idea. 

Motorola have also said that the 68060 will be 
the last in this series so Commodore will have to 
make a decision about where to take future high 
end machines. Some research into this was done 
before Commodore International went into 
liquidation and I imagine that designing and 
building the next generation of high end Amigas 
would be among the priorities of the new 
Commodore (although they will want to concentrate 
on getting products into the shops first). 

Price is. as you say. a primary consideration. 
Although the A1200 and CD32 are priced just 
about right the A4000/030 is far too expensive 
and the A4000/040 is ludicrously priced. 
Companies such as Apple can manufacture in large 
quantities so bringing the price down. 

Although Commodore can't match them in 
terms of buying power. I'm sure that there is 
much they can do to get down the price of the big- 
box Amigas. 

ABSOLUTELY AREXX 

I have recently discovered a pile of old Amiga 
Shoppers and stumbled across your brilliant 
articles on ARexx and I am trying to find the rest. 

Could you please send me a list of all the 
back issues containing articles on ARexx from 
issue 21 onwards and tell me how much It would 
cost to purchase them. 

Janos Bomemlsza 
Bath 
Articles about ARexx were included in issues 21 to 
27 and 30 to 32. See page 64 of this issue for 
further details on how to get hold of these back 
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issues. They will cost you £4 each. 
FRUSTRATING FORMATS 

Everyone worries about whether their investment 
In a particular computer model or computer 
format was wise. Or, as someone who uses both a 
Mac Power Book and a 1200 with a hard disk, 
that's how It seems from the many letters which 
appear In magazines which represent users of 
those particular machines. (I won't even deign to 
mention PCs - ugh!) 

Much of this concern Is misplaced, of course 
- you buy a machine to fulfil a purpose. If your 
machine does that job and if technology then 
moves on It seems to me you have little to 
complain about. So why am I complaining? 

I bought an A1200 with a hard disk and a 
monitor. This was an upgrade from an old ST. I 
think the system I have (It lies perhaps in the 
'mid range' of Amiga users - between a 500 and 
a 4000) is super. 

I have a useful range of software and cheap 
access Into video and digitising some time In the 
future - a prime reason for getting one if Amiga 
sales in the USA are anything to go by). 

The problem I have lies not in the quality, 
range, price or availability of software but in the 
repeated difficulty I have had in loading or, more 
correctly, falling to load software on to hard disk. 
I will omit to include cover disk material here - I 
am referring to quality products like XCad - 2000 
and DPaint. 

I have contacted Electronic Art and had all 
the nonsense about the decompressed formats, 
and so on. There shouldn't be a non-hard disk 
installable version of a program of that 
Importance. The overriding feeling I get is that 
Amiga suppliers either expect users to 'put up' 
wtth ft (as they only use the machine for games 
anyway... grrrl) or alternatively that they should 
immerse themselves In a fairly involved learning 
process - editing user startup files, for example. 

I'm sorry but, having used other computers 
where this Is not necessary and only having a 
limited time to devote to these things, I am 
simply not interested in working to provide 
facilities which should be Integral. Having read 
several Amiga books I am happy to save up for 
Directory Opus and leave it at that. I want to use 
applications not mess around unproductively with 
a computer operating system. 

Whinglng mode switching to off' - great 
magazine, keep it comingl 

Peter Scott 
Warminster 

FURTHER FRUSTRATING 
FORMATS 

I've got an Amiga A500 upgraded to 1Mb chip 
RAM and Workbench 2.1, with a GVP 80Mb hard 
drive with 4Mb RAM. fitted with a CSA Derringer 
accelerator with 68030 CPU. 68881 FPU and 
4ml) 32-bit RAM. And you don't. Hal 

To someone who doesn't know anything 
about Amiga computers, that opening sentence 
won't mean a thing. It Is the same in the PC and 
Mac worlds. There are the technophiles who talk 
incessantly about how much better their 
equipment Is and who moan when technology 
makes their equipment slightly out of date. Then 
there are the users, who don't care what their 
computer is as long as It does what they want. 

Another hobby which suffers from the techno 
argument Is photography. Some people try to 
keep up with the latest developments In camera 



technology while to others. It Is the photograph 
which Is the most important aspect. 

It Is very nice to have the latest and best 
hardware so don't complain when old software 
won't work. Likewise, if you have old equipment, 
don't moan when new software Isn't compatible. 

I get Immense enjoyment from my hobby and 
believe you should be happy with what you have. 
The Amiga range Is very reasonably priced for 
what It offers. It is so versatile that it is up to the 
Individual to decide what he or she wants from his 
or her computer and buy accordingly. 

At the end of the day the main thing Is to 
have tun using It! 

Russell Butler 
Jersey 
Both Peter Scott and Russell Butler make the 
same relevant point: the type of Amiga you 
own isn't really important, it's what you do with it 
that counts. 

For instance, last month's cover was created 
by Craig Collins who only has a lowly A2000 with a 
measly 52Mb of disk space and look at all the 
excellent animations he has produced. Similarly, 
there are many people out there producing club 
newsletters and the like using only a bare minimum 
of equipment. 

I used to be a member of a photographic club 
and there was always somebody showing off the 
latest piece of equipment, boasting about how 
many exposure modes it had and how the flash 
could recycle in under three picoseconds. While 
having all of these bits can be helpful they aren't 
worth a vegetarian sausage if you can't take 
photographs: having an expensive cameras won't 
turn you into Cartier Bresson overnight if you don't 
have the eye for it. 

And it's the same with computers, whatever 
aspect you are looking at. While having the latest 
DTP program or the fastest accelerator on Earth 
may make life easier It won't be a shred of use if 
you don't have the ideas and the ability to turn 
these Into images or pages. 

Which is why we here at Amiga Shopper aim to 
teach you how to make the very best use of the 
stuff you have and why we won't blind you with 
technical gibberish. What we do is tell you how 
useful a product is. not how many gizmos it has 
sticking out of it. 

PIRATICAL PROBLEMS? 

Firstly, can I Just say how pleased I am with the 
new editor. Richard Baguley. He only took over a 
couple of months ago and already there are some 
significant Improvements (subscriptions have 
been sorted out, for a start). I was not going to 
bother renewing my subscription when ft expired, 
but I will now. 

In the August issue, there were some 
comments regarding Spectrum emulators and In 
particular the software supplied with them. Some 
of the publishers, especially Ocean, stated that 
they were opposed to people supplying copies of 
the Speccy games to other people for use on their 
Speccy emulators as this Is piracy. 

Well, while I suppose that technically It is 
piracy, can Ocean please tell me where I can buy 
a legitimate version of their old games to run, 
either on my Amiga or Speccy emulator? No? 
Thought not. 

So, Simon Alty of Ocean before you start 
preaching about the evils of piracy perhaps you 
should consider that there Is, In this case at 
least, absolutely no alternative - the games in 
question have not been on sale for a large number 



of years (up to ten or more In some cases)! Can I 
Just point out that I unreservedly condemn piracy 
of software when such software Is commercially 
available but. In this particular case, talk of piracy 
is out of place. 

The SX - 1 review was also Interesting (as 
someone who owns an A500 with WB2.1 and a 
CD32 connected via a fairly slow serial link at 
present). I am considering expanding my CD32 
but there appears to be no facility wfth the SX - 1 
for processor upgrades, and so on. Is this true? 
And is ft true that the SX - 2 Is being developed? 

Wfth regard to the WB3.1 upgrades, 
assuming that they are easier to obtain than 
WB2.1 was, (It took me many months to track 
that downl), are you planning a review? In 
particular I want to know if ft Is worth upgrading 
from WB2.1 (If you don't have 24-blt graphics) or 
even from WB3.0? 

Keep up the good work. With the new 
Improvements. I should imagine that AS will go 
from strength to strength. 

Keith Blakemore-Noble 
Wokingham 

Whatever the situation with the availability of a 
program it is still a copyrighted product and thus it 
is an offence to copy it in any way, including with a 
PD emulator. However, I would be extremely 
surprised if Ocean would actually bother doing 
anything about it. When I spoke to them about this 
emulator they were amazed that anybody was still 
playing these primitive games in these days of 
CD32s. Frontiers and the like. 

The SX-1 has no provision for processor 
upgrades and I'm not aware of plans for an SX-2 
although I dare say that Paravision will be keeping 
a close eye on how well the SX-1 sells and any 
possible Improvements they could make. 

I don't think it's worth upgrading from 
Workbench 3 to 3.1 unless you really need one of 
the things that is new (such as CD-ROM support). 
There are even only a few improvements over 
Workbench 2.1, and again I really wouldn't bother 
unless you have a specific need for it. Well, not 
until the price goes down to something more 
reasonable, anyway. 

However, if you are working with an earlier 
version (such as Workbench 1.3), you should 
upgrade immediately. If you don't, you will soon be 
left behind as the number of bits of software which 
support Workbench 1.3 is falling rapidly. Q) 



CONTACTING THE 
TALKING SHOP 

To add your contribution to any of the 

debates going on in this page send your 

letters to : 

Talking Shop 

Amiga Shopper 

30 Monmouth St 

Bath 

Avon BA1 2BW 

Alternatively, you can E-Mail them to : 

Letters@Amshop.demon.co.uk (Internet) 

2:2502/129.1 (FldoNet) 

240:370/0.50 (MercuryNet) 

All letters received at these addresses will 

be considered for publication unless you 

specifically advise us otherwise. 
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Catch the crest of a Wave 



This month, we got together with those 

nice people at Ramiga International (one 

of the Commodore Amiga Centres of 

Excellence) to offer you a stonking prize. 

You too could be producing images like 

the one on this page, as 

we have two copies 

of LightWave* 

to give away, 

plus two 

DKB 



Megachip Chip RAM upgrades. We also 

have a special bonus prize of five copies 

of the LightWave Collection from the 24 

Bit Club. If you want further details of 

any of these products, call Ramiga 

International on 
0690 770304 



■ 




THE QUESTIONS 
What is the 
name of the new 
tool in LightWave 
that allows you to take 
a basic primitive-like shape 
and subdivide and sculpt it 
into a new, smooth- 
looking object? 
Which company used LightWave to 
produce the animations in seaQuest DSV? 

What CPU is the Raptor Plus based on? 
All of the answers to these questions are in this 

issue, so get reading! 

• ■ . E-Mail 



ongratulations are due to Mrs Carol Pritchard 
f Hockley in Essex, who is the winner of our 
ompetition to win a Retina Zlll Graphics card. 



prize will be on the way shortly! 



■ . 

• postcard i 
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■ 
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Has Amiga DTP 
come off age? 

It's taken a long time coming, but 
the latest and (possibly) greatest 
Amiga DTP program is finally here. 
Next month we will take it apart, 
and ask DTP professionals what 
they think of it. Plus all the usual 
reviews, tutorials and other bits. 
On sale Tuesday 1st November. 
£2.50 



BE SURE TO AVOID DISAPPOINTMENT - 
RESERVE YOUR FAVOURITE MAGAZINE AT 
YOUR LOCAL NEWSAGENT NOW! 

• PS Oh. and il you do have any pioblcim gelling hold olyoui lavovrile Amiga mag. 
mil Kale Iklon on 0225 442244 and s/ie // help you out. 



DEAR NEWSAGENT, Please reserve/deliver me a copy of Amiga Shopper every 
month, beginning with the December issue, going on sole on Tuesday 1 Nov. 

Nome 

Address 



Postcode * 

• NOTE TO NEWSAGENT: Amiga Shopper is published by Future Publishing 
(0225 442244) and is available from your local wholesaler. 



AT-A-GLANCE 
GUIDE 

To help you And what you 
want quickly, here Is a cross- 
referenced list of everything 
covered In this month's 
Amiga Shopper. You'll find a 
detailed Index to the 
problem-solving Amiga 
Answers section on page 46. 
The page numbers given are 
for the first page of the 
article In which the subject Is 
mentioned. 

Accelerators 18 

Amiga Answers 46 

AmigaDOS 77 

Amos 58 

AMOS Action 71 

Assembler 54 

Babe 19 

Blizzard 4030 18 

C programming 58 

C Programming Tutorial 68 

Caligari 38 

Chess 58 

Commodore 4 

Dual Sync 20 

E-Mail 62 

Fidonet 62 

Graeme Sandiford 37 

Imagine 25 

Letters 93 

Libraries 77 

Lightwave Review 10 

Lightwave Collection 19 

Monitors 20 

Multisytnc 20 

Octree 38 

Pixel Pro V2 25 

ProText 24 

Public Domain 85 

Raptor Plus 32 

Real 3D 25 

Roman Ordomandy 38 

Single Sync 20 

The 24 bit club 37 

US news 7 

Window Shopper 34 

2001 19 



Are there any products or 

subjects you'd like us to take 

a look at? Well, just drop a 

line to: 

Amiga Snopper, 

30 Monmouth Street, 

Bath, Avon BA1 2BW. 
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publisher In Britain. Wc offer: 
Bettor advice. Our titles aro packed with tips, 
suggestions and explanatory features, written by the 
best In the business. 
Stronger reviews. We have a cast-Iron policy of editorial 
independence, and our rcvlows give clear buying 
recommendations. 
Clearer design. You neod solid Information, and you need 
it fast. So our designers highlight key elements in the 
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Greater relevance. At Future, editors operate under two 
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• Understand your readers' needs. 

• Satisfy them 

More reader Interaction. We draw strongly on readers 
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— -- — -RAM UPGRADE 

& MATHS 
ACCELERATOR 



AMITEK 



Friendly Technology 

Designed lo bring you high quality and 
performance at affordable prices, Amitek 
peripherals offer outstanding value-for- 
money. They are built to ensure easy 
fitting and trouble free operation - making 
them a pleasure to use. Amitek products 
are also thoroughly tested and very 
reliable, so reliable that we are pleased 
to offer a full two year warranty on the 
Amitek products detailed here. 



;ram upgrades 

I iMITEK FOR A500/A500PLU5/A600 - 2YR WARRANTY 
CODE DESCRIPTION INC VAT | 

1 RAM 0505 A500 - 51 2K (No Clock) £20 

RAM 051 A500 - 5 1 2K (With Clock) £25 

RAM 0520 A500PLUS • 1Mb RAM £30 

RAM 0605 A600 - 1Mb |No Clock) £30 

| RAM 0610 A600 - 1Mb (With Clock) £40 



£ MODULATOR 




Mnmmise the processing power of your standard A1200 Be ready tor the new 
generation ol software which makes more demands on Amiga memory and 
technology Tho Amitek Hawk RAM expansion includes up lo 9ml last 32-bil RAM. 
the ability to suppon a sophisticated 68882 FPU (Floating Point Unit ■ drastically 
increases tho speed ol maths intensive operations) and a battery backed up clock 
BuHI to a htgh standard, this board can be easily installed and comes with a 2 year 
warranty The Hawk RAM board is available in 9 pre-contrgured versions enabling 
you lo select the model which best suits your requirements. 



INCREASES OPERATION BY UP TO 40l 




FOR ALL AMIGAS 




1Mb 
_ "*** 

2MD 
RAM 

4Mb 
RAM 

8Mb 
RAM 



33:', 



40 



• Plugs straight mlo A12G0 trapdoor - 
No scttering required 

• Upgradearjie FAST RAM board to 1 . 2. 4 or 9* 

• Uses industry standard socketed SIMMs for 
easy upgrades 

• Two types ot optional Roaring Pant Unit • 
33wm. ix 40»v PLCC 66882 co-processor 

• Compreharawe manual wrlh illustrator* 

• Workr.wthaaAI2O0andAi20tiHOcontpulrm 

• Does noHTvahtte your A1 200 warranty 

• 2 year warranty 

PRICES FROM ONLY 



£99 £159 - 
£139 £199 - 
£199 £259 £299 
£399 - £499 



1Mb RAM, NO FPU 



£99 

INC VAT RAM 1210 



£1 

AMITEK 



Mb 




3 1 /2 H DELUXE FLOPPY DRIVE 

FOR ALL AMIGA COMPUTERS 




DELUXE FEATURES 

The Amitek drive has many deluxe 
features nol included in other drives - 
check out the competition' 

ANTI-CLICK 

This feature stops your drive making 
whirs and clicks when tho drive 
is empty and searching for a disk 

ANTI-VIRUS 

This switchable mode stops track 
viruses infecting the disk while in tho 
drive Unlike many other drives which 
have virus killers, this mode can be 



disabled allowing some fussy copy 
protected software to run 

ADD MORE DRIVES 

The Amitek drive is also daisy- 
chamable. so you can add further 
dnves lo your system, using very little 
power from your Amiga 

QUALITY SONY MECHANISM 
Amitek took the time to source a 
mechanism that has all the features 
quality and reliability that Amiga 
owners demand. 
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High Quality 3/i" Sony Mechanism 
Strong Metal Casing 
Built-In Anti-Cuck Feature 
Switchable Anti-Virus Mode 
Enable/Disable Switch 
75ms Access time 
Daisy Chainable Via Thru Port 
Low Power Usage 



External PSU Not Reo'd 
2 Year Warranty 



EXTERNAL DRIVE 




INC VAT DRI 1159 



The Amitek External Modulator makes an ideal 
leptacemenl modulator tor alt Amiga owners 
Everything needed is supplied Like all Amitek 
peripherals, it comes with an easy to follow manual. 

• User friendly manual 
included 

• High quality design 

• FREE RF caWe 
supplied 



MODULATOR 



INC VAT - MOA 4200 



£ 1Mb INTERNAL FLOPPY DRIVES 

ORB FOR AMIGA 500/500plus & AMIGA 600/1200 



tTi«M mtoinal Amitoh 
dnves .tr* ideal to* uwi 
lo replace their enisling 
d'tve 

The packs louiuie 

« I'Kj't quality 
inrnmai |- 3 .' 
dttve mechanism 
tor Ihe Amiga 
5OO.SO0. . 
AmtQfl 000/1200 

CiMi need Id in your <Wva 
Included piui easy to 
Inflow lilting iniitiucttom and 
24 months warranty 
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£ PROFESSIONAL GENLOCK 

AMIIIK _ FOR ALL AMIGA COMPUTERS 




i Input and Output Composite 

Video Signals 
i Switch between. Video ONLY 

Computer ONLY and Mixed 

Outputs 
> Hardware Fade to lade away 

tho level ol Overlay/Video 
i RGB Thru • Not Gonlocked 
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year 



GENLOCK 
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THE SILICA SERVICE 



Before you deode *hen to buy 

. ^_ r j. you* new Amiga products we 

*k >-f-.o«b f$' suQ ** 1 »ou trunk very carekiVy 

' ^f ^^ "* * 0u1 WHERE V " I** •h*" 1 

*C£ TO Cons«0ei *hal n win be Muf a lew 

months alter you have made your purchase. 

when you may require arJdnWaf peripherals or software, or 

n/q and aovice And will the company you buy horn contact 

■ 'ails ol new products' Al Ska. we ensure that you 

will have nothing to worry about With M 

•tpenence and experBse. we can meet our customers' 

lequiremtntt wth an understanding when a second to none 

Complete and return the coupon now for ou* latesl FREE 

literature and begin to eipenence the "S*ra Service' 

• FREE OVERNIGHT DELIVERY: 

On all hardware oidets shipped m the UK mainland 
ittvjre a a small charge 'of Saturday deiive ry < 

• TECHNICAL SUPPORT HELPLINE: 

A team ol technical eiperts will be at your servce 

• PRICE HATCH: 

We match on a "Same produU ■ Same puce' IhH 

• ESTABLISHED 16 YEARS: 

We have a proven track record in prolessionai computer sales 

• PART OF A CSGftf A YEAR COMPANY: 

With over 300 stall We are solid 'eiiaote and prulitatil* 

• BUSINESS . EDUCATION . GOVERNMENT: 

Volume discounts ate avaitatiK Tel: 081-308 0883 



I SHOWROOMS: 
We have demonstration facilities at 3d om stores 

i THE FULL STOCK RANGE: 

Ail ol four computer requirements horn one supplier 
i FREE CATALOGUES: 

Wrth special otters and pioduct news 
i PAYMENT: 

We accept most major credit caids cash cheque or 

monthly terms (APR 29 8". - written quotes on request) 
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PLUS TECHNICAL AND HEAD OFFICE 



Siiirx. Haimehuv Road. Sidcui". Ktw DAH4DX 
PLUS BRANCHES AT: 

BRISTOL ;i yJimesBirtor 0272 291021 

CARDIFF D-Mnlums • 16-50 Si tads Way 0222 399789 

CHELMSFORD DtDmlums- HI9HSHM 0245 35S511 

CROYDON Debmlums-IMiw 11-31 Noun I'M 081-688 4455 

GLASGOW DrtHWim-wimi 97 A/jyleSnee' 041-221 0088 

GUILDFORD DKreniams ■ w'to MiMvook 0483 301300 

HARROW Dcunniim ■ Open Scot 94. Stitmi Htud 081-427 4300 

HULL bdnniams- ■--'». PiBspeflSliH! 0482 25151 

IPSWICH Dewnium- ■••■■ VYKIgitt Stw 0473 221313 

LONDON » Tntninlum Court HoM 071-580 4000 

LONDON DeOmMmi -;-n-. ■ 3340«to'dSl 071-493 3735 

LUTON DWeniums ■ ■ AmMeCentil 0502 21201 

MANCHESTER Dewnlums • iw n» Mi:M!Stiwl 061-832 8666 

PLYMOUTH Dntfflunis ■ im nw . Royal PvaOt 0752 266666 

ROMFORD Ddwmims ■•.!'...-■ Itala Pace 0708 766066 

SHEFFIELD Cweniuim - fn» Mom 0742 760611 

SHEFFIELD v *jt 54 Mutavtlll Cem 0742 568555 

SIDCUP Hiinplj.RoM 081-302 8811 

SOUTHAMPTON Debtnlumi - »< Ouccnswiy 0703 223888 

SOUTHEND «-.- HjgjiS&Ml 0702 468039 

IHURR0CK Detenlums- m>.-v UiBulf C*nl'" 0708 860066 
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PLEASE SEND ME AN AMIGA CATALOGUE 



Mfi'iVlrVMiss-Ms. 
Surname 


Initials 




Company •* j.iiu-m- ( 






Add tess 






















Postcode 





Tel (Home) . 
Tel (Work): 



Which computers), it any. do you own? 

213FJ 



Can ProText 6.5 keep up with the 
Final Writers of this world? 
See page 24. 






ii 



Pixel Pro Version 2 promises to 
make 3D objects easier to fiddle 
with. See page 25. 




The Raptor Plus promises a quite astonishingly 
large speed increase for Lightwave, but is it worth 



he first captive 
laptor in Europe 
on page 32. 
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Are you lost in a maze of Amiga 
problems? Let our panel of experts 
show you how to get out - only in r 
Amiga Answers. See page 46. 



Our experts show you what this 
Amiga business is all about in our 
17 pages of tutorials on subjects 
such as AmigaDOS, Comms, AMOS, 
C programming and Assembly 
language programming. 





